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KONAMI HITS ARE HEADING HOME. 


With our new software, your favorite arcade games come alive 
on your home computer. 


| If you own an IBM, Amiga or Commodore 
computer — Watch out! Because 4 of Konami's 
most awesome adventures are about to invade. 
You'll confront the missions you've dreamed 
of in Rush ‘N Attack, Contra, Jackal and Boot 
Camp. And you'll find yourself face to face 
against unequaled challenges, with incredible 
graphics, awesome music, and sound effects 
that'll blow you away. 
| So check out Konami's newest action 
wherever great software is sold. And be 
prepared for war. 
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ULTRA, Не hottest new game generator in 
town, is about to unleash 3 о the most thrilling 
games of all time for the Nintendo Entertainment 
system: 


Take sides with "Teenage Mutant Ninja Turtles" 


in a nunchuking, karate chopping sewer fight 
through the villain ravaged streets of New York 
(coming Spring, 1989). 

Then, slash past black hearted knights and 
rescue beautiful maidens in “Defender of the 
Crown,;’™ an unbelievable 
movie-like adventure with 
tons of strategy, sword- 
fights and nearly 30 








WE'D LIKE TO SHED A LITTLE LIGHT 
ON OUR UPCOMING HIT 





animated screens (coming Spring, 1989). 

And finally, cruise down back alleys in “Skate 
or Die” а knockdown-dragout, multi-event 
spectacular that pits you against a friend or 
Bionic Lester in the free-wheeling Jam & Joust 
(coming Oct., 1988). 

So get psyched for ULTRA’s best. And be 
prepared to see video games in a whole new light. 

For more information on ULTRA's great line of 
games, send your name, age and address to: 

ULTRAGAMES™ 
М 240 Gerry St., Wood Dale, 
IL 60191 (312) 595-2874 


CIRCLE #102 ON READER SERVICE CARD. 


ULTRAGAMES “ is a trademark of ULTRA Software Corporation. Skai е ог іе” is a registered trademark of Electronic Arts. Teenage Mutant Ninja Turtles" is а registered trademark of 
Mirage Studios. € 1988 Mirage Studios, USA Defender of the Crown" is a trademark of Cinemaware Corp. Nintendo” and Nintendo Entertai nment System' are registered trademarks 


of Hintendo of America, Inc 


Dates may change due lo circumstances beyond our control. Please be patient. the games are well worth waiting for. € 1888 ULTRA Software Corporation 
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А 5МЕАК РЕЕК AT NEC'S PC ENGINE 
by Lee Pappas 


This fantastic new game machine could be here soon! 


LIFE FORCE STRATEGY GUIDE, PART II 
by Andy Eddy and Lee Pappas 
More tips and maps on this challenging game. 


ALEX KIDD IN MIRACLE WORLD 
STRATEGY GUIDE, PART I 

by Clayton Walnum 

Is your Peticopter crashing too much? We'll help you 
through the first six levels of Sega's colorful adventure. 


SAILING ON SILICON WINGS: A 
COMPREHENSIVE SURVEY OF FLIGHT 
SIMULATORS 

by Bill Kunkel, Amie Katz and Joyce Worley 


Which flight simulator gives you the smoothest ride and 
rnost fun? 


SIMULATING THE NEAT STUFF: А 
CONVERSATION WITH SID MEIER 
by Bill Kunkel 


A chat with one of the premiere entertainment 
programmers about his games and career. 


COMPUTER-GAME STRATEGIES 
by Bill Kunkel and Апие Katz 


Our resident disc jockeys lead you through Tetris, 
superstar Ice Hockey and Impossible Mission 2. 
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VideoGames 


Letter from the Editor" 





With our next issue we'll be going monthly, so you'll get twice as much 
gaming news and information. Mark it on your calendar—our May 1983 is- 
sue goes on sale April 28th. 


ere's more good news: A large quantity of computer and video games 
is on the shelves. That means the market is in good shape and that 
the demand from buyers is continuing. The fact that there are, as of 
this writing, 30 third-party producers of software for the Nintendo En- 
tertainment System shows that there will be ample products for NES 
owners for some time to come. Computer-entertainment software is in similar 
abundance. 

All this pleases me; after all, | get to keep my job as long as the video-game 
industry is doing well. But I'm honestly not as excited as I'd like to be. I'm seeing 
some bad trends in video-game programming and believe that developers need to 
head off these trends before they become serious problems. 

By way of illustration, here’s a peek at my wish list. 

e Information Back-up—The Legend of Zelda (Nintendo) and Penguin Land (Sega) 
are cartridges that contain battery back-up: Ze/da lets you save up to five game 
positions; Penguin Land lets you build your own mazes and save them for later 
play. Both of these enhancements extend the life of the game, lessening the chance 
of boredom. If there's one thing | hate, it's playing through levels I’ve already 
mastered just to get to the one I'm currently having trouble with. Of course, bat- 
tery back-up isn't needed for computer software, since you can offer а game-save 
option, which virtually all popular computer adventures do. 

Think back to the arcade game Tempest. You were able to choose any of the 
first few levels, then play progressively from there. If you lost at level 50, the next 
quarter let you start anywhere up to level 49. | still like playing Super Mario Bros., 
but it gets boring to have to play through the early levels over and over again (| 
can do it in my sleep!) just to practice the seventh level. 

е Password Reentry—This option is programmed into many cartridge-based ad- 
venture games, and is a viable option for programmers due to the expanded memory 
they have to work with in the newer consoles. Unfortunately most programmers 
of action games haven't picked up on this game-save method. Аз | noted, you 
may be proficient at the first ten levels of a game, but if you have to keep playing 
through them just to get to the eleventh, it gets discouraging. Discouragement has 
no place in gaming, in my book. 

е New game settings—lf | see another game that involves a kidnapped princess, 
queen, king or other royal family member, I'll scream. In the same vein, | think 
the karate genre has been done to death. While Space Invaders had its day, if it 
was brought out now it would not likely do as well. 

Games like Arkanoid and Blockbuster show how the previous Breakout theme 
can have new life breathed into it. Tetris shows ingenuity by creating a new challenge, 
rather than simply rehashing old concepts. 

The first generation of video games were struck down by stagnation: People got 
sick of simplistic games and repetition. Now the quality of the hardware has been 
increased: but, even so, remembering lessons learned will help prevent today’s 
game systems from winding up in the closet. 





Andy Eddy, Executive Editor 
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The Legacy Continues ... 


Despite the greatest magic of the ancient High Sages. 


floods, earthquakes 


great 
and famine again pervade the land of 


Llylgamyn. The great Orb of L’Kbreth, an artifact of remark- 


able power that has 


protected the сйу for generations, 15 


powerless to halt the scourge. 
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But now, the Sages have discovered that the hidden reason 
is deeper and more frightening than the worst of these dis- e 
asters. То save the very world as we know it, you, and your ond i Greater Donon apres 
intrepid party must rush headlong into the ... 
Heart of the Maelstrom 


Heart of the Maelstrom is a complete revision of th 
with more story and game depth than ever 


- before. You may create у 


. characters from other Wizardry scenarios. In this new world 


our own party of adventurers, ог use 


e Wizardry 


of 
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available 
for: 



















































. Wizardry, you will find: 
2 New Mazes е Apple Il Series 
More than twice the size of previous scenarios, with larger —— UE (5/4 inch only) 
= ще monster pictures, magical pools, buried treasure, locked к мем" цо, Е к, • MS-DOS 
ы doors and much, much more. ткт at ven servis! machines 
New Abilities і | (31/2 inch 
۴ Thief and Ninja characters that can hide, then ambush and 51/4 inch) 
unsuspecting monsters. Spellcasters сап conjure monsters to 
fight for your party. 
New Spells 
Over 40 brand new spells, 60 in all. A unique and totally new 
| magic system. EROMEZHN 5 
| New Combat System co ape el a 
` Diabolical monsters with more deadly abilities than ever before, pid aE cee Oe 
` ` and an arsenal of ranged weapons and new combat situations STAND-ALONE | me 
will test your strategic powers as well as your strength. SCEN ARIO | 5 | 
New Monster Encounters ”س‎ | оли ЭДЕ. 
Converse, buy, sell, trade, steal, or stand and fight in a ишы gy АА варени m a e 


Wizardry application Software copyright 
1988 by Andrew Greenberg, Inc. and Sir-lech 
Saltware, Inc. АЛ rights reserved 


dungeon filled with real characters. 


For the most exciting experience available 
in fantasy role-playing, enter 
Heart of the Maelstrom! 










SIF-TECH 


Р.О. Box 245, Ogdensburg, МУ 13669 
(315) 393-6633 





CIRCLE #103 ON READER SERVICE CARD 


А VOICE ОҒ EXPERIENCE 
Оеаг Ма 8 СЕ, 

Welcome! How thrilling it is to have 
video games back bigger and better 
than ever. And how exciting to see the 
authorities in the industry together 
again for a top-notch publication. 

What an overwhelming sense of 
déjà vu! The video-game industry has 
seen many ups and downs over the 
past decade-and-a-half. (| started with 
the very first programmable system, 
the original Odyssey, graduating to the 
Atari 2600, Colecovision/Adam, and ul- 
timately to Sega.) However, with the 
updated technology available, and with 
the designers and manufacturers all 
the wiser from past mistakes, | believe 
this generation of video games is here 
to stay. 

Here's to the future! 

Sincerely, 

—William Simpson 
Los Angeles, CA 


Glad you like our magazine, William. 
Similar to your experience, most of the 
VG&CE staff are also "old-timers"' from 
the first generation of video-game 
machines. It truly is exhilarating to see 
how things have evolved, bringing us 
the quality and scope of products avail- 
able today. The latest video-game rage 
is at a fever pitch, and | hope you'll stick 
with us through it all. 


REQUEST LINES ARE OPEN! 
Dear VG&CE, 

After reading your premier issue, | 
was very impressed! The quality of the 
cover and the paper were very high, 
compared to most present day maga- 
zines. | was also impressed by the 
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sheer ingenuity that the reviews and 
articles were written with. Such detail, 
especially the article on Blaster Master. 

And what a variety of subjects. | 
mean, not many (І can't think of one) 
magazines have sufficient space to 
cover pure game machines (Nintendo, 


Sega), as well as home computers, | 


and still get such quality. And | do 

mean all of the systems are covered! 
| hope that you continue the produc- 

tion of this magazine for a long time. 
A couple of suggestions: 

1) How about a review on the future hit: 

RoboCop for the Nintendo? 

2) If there is going to be a section dedi- 


cated to fans’ submitted hints, then | 


why don't you make it so that if some- 
one gets his/her hints published, that 
he/she can have a chance to win a free 
game, or something like that. 
—John Blake 
Brighton, MI 


P.S. My subscription is forthcoming. 


Thanks for the comments, John. | 


VG&CE will definitely be around for а 
long time. And we appreciate your sug- 
gestions, too. In fact, it appears that 
you’ve read our minds! RoboCop will 
indeed appear in a future issue, with full 
reviews of the video-game and com- 
puter versions. 

Also, we're starting a regular feature 
called Easter Eggs, where we'll pass 
along hints and inside tips to the games 
you play. (John gave us some Double 
Dragon tips that we've added to our first 
Easter Eggs column on page 80.) Of 
course, we request that readers submit 
their own hints, and the author of each 
new tip we use will receive $10. Send 
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your gaming tips to VG&CE, 9171 Wil- 
shire Blvd., Suite 300, Beverly Hills, CA 
90210. 









КЕТ АСА ШАЛУ? | ще 


Sek өтт 
а A" f | AF. 58:82 [3 v 
и қ “ы; | i A nl : | 

- 7 1 | Strap on your helmet and get ready for а pro football 
es | е simulation that looks exactly like a Sunday network broadcast. 
| a мъ ' в ` TV SPORTS: Football features amazing graphics and animation; 
- (s - real arcade action on offense and defense; individual and team 
| р №: г Ү RAAD? statistics; and а 28 team, 16 game schedule with post season playoffs! 
| & EAA! Included at no extra charge are these TV SPORTS exclusives: 
Broadcasters, cheerleaders, fans in the stands and a halftime show! 
“50 REAL IT... SWEATS!” 


* Create a league with up to 28 human controlled franchises 

* All teams have different offensive and defensive tendencies 

" Play it аз ап arcade дате ог coach from the sidelines 

« Play alone, against a friend, or with a friend against the computer 

* Includes “pushbutton statistics" to view the top performers in the league 


Screen photos represent the Amiga version only. Others may vary. Cinemaware; TV Sports and TV Sports: Football are trademarks of Cinemaware Corporation. 
To order direct call 800-527-4391 (in Ca. 805-495-6515) or send your Visa/MC number and expiration date, check or money order for $49.95 (C64 is $34.95) 
plus $3. handling to Cinemaware Corp., PO. Вох 5083, Westlake, CA., 91359. Ca. residents add 6% sales tax. Allow 3-5 weeks for delivery. 
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Do you want to go on а vacation in Ше South Pacific? Come join Master Higgins оп his 
vacation and see what trouble he can get into. Walk on clouds, ride a skateboard, throw a 
tomahawk. Look for hidden items to help you beat the Monsters. Can you elude those that 
are trying to beat you? How high can you jump? Can you get enough bonus points to get 
help... Can you travel the whole island without being beaten? How good a video game 
player are you? Will you take the challenge and go with Master Higgins on vacation?! 
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| you think you have played the hardest of all video games, try this one. Can you save Ше 
princess? Each level has a different challenge; the higher the level the tougher the 
challenge! Hidden shops contain important hints and items to help beat the monsters. Can 
you find the shops? Can you beat the monsters?! How many gold coins can you 
accumulate, can they help you save the princess?Can you get through the ice room without 
being beaten? Can you beat Cahma or will he beat you? Are you ready for the challenge of 
your game playing career? This is it! 
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Compiled by Joyce Worley 


Back-Talking Pinball 


| |V Ai Technology has a saucy talk- 
er for small-game fans. When 
you've got a little time on your hands, 
this hand-held amuser will give you a 
game, and chat about it, too! 
Talking Pinball Wizard houses an 
LCD screen full of targets, flippers and 
| balls in a plastic casing with flashing 
lights across the top, and two large flip- | 
| per buttons on the bottom. The arcade 
sounds are very good and provide an 


Pay for programming 

| де to агесепі salary survey 

conducted by the Software Pub- 
lishers Assocation, through a survey of 
over 120 software manufacturers, a 
Senior Programmer earns almost 
$46,000 per year. A Customer Support 
Representative earns about $24,000, 
and the Chief Executive Officer of a 
software company earns nearly 
$100,000. These figures vary dramati- | 
cally according to geographic location. 
For example, the median salary for an 





exciting ambience to a basically plain- 
Jane game, and the chatty messages 
of encouragement or comfort ("too 
bad;' says Pinball, when you lose a 
ball) can be turned off if you tire of the 
back talk. Talking Pinball Wizard re- 
tains the high score in memory and 





Flipper action is hard to master in 


this mighty mite and arcade aces will 


be happier feeding quarters to coin- | 


ops. But it's a sturdy unit with a lot of 


action for gamers with the patience to | 


intermediate programmer is $27,000 in 
the Southeast, $35,000 in the North- 
east, and $41,300 in Southern 
California. 


Software pubber 





thinks small 

cclaim Entertainment (Oyster Bay, 

NY) will market two hand-held 
games this holiday buying season. In 
a surprise bulletin, the video-game 
manufacturer announced its entry into | 
the small-games market. “There has 
been an increasing resurgence in the 
popularity of hand-held датез, ас- 
| cording to Greg Fischbach, president 
and CEO of Acclaim. 

The first game scheduled for holiday 
buying is based on Rambo, the movie, 
and the second is based on the TV se- 
ries Airwolf. Both will retail for $24.95. 

According to Steve Lux, Acclaim's | 
| marketing manager, the packaging of 
the company's small wonders will fea- 
ture a large cellophane window which 
actually permits customers to play the 
games before purchase. The games 
are lightweight and transportable to 
serve as pocket-pals for gamers on the 
move. | 


offers two difficulty levels. 
| i 


Sinking the Pirates 
Т пе SPA is marching pirates off the 
gangplank, or at least bringing 
some of them to justice in the courts. 
| The U.S. District Court, California, is- 
| sued injunctions to two computer deal- 
ers preventing them from selling, 
distributing or manufacturing illegal co- 
pies of software. The dealers were PC. 
Plus Corporation's Ed Menad and 
Steven Nu, and California Computer 
| Distributors’ Carlito Yuson, all of Los 
Angeles. They were engaged in the 
sale of hardware with illegal copies of 
| software installed on hard disks prior 

to the sale. 

At least four other lawsuits have 
been filed in the Central District of 
California, and the Software Publishers 
Association indicates that more suits 
will be filed in the near future. 


master the technique of small play. 





Data East’s meted medals 
oftware Publishers Association 
has certified Data East games 

Platinum, Gold and Silver, as shown 

below: 





Platinum (sales of over 250,000 cop- 


ies): Karnov, Ring King and Karate | 


Champ. 





Gold (sales of over 100,000 copies): 
Burger Time, Kid Niki and Break Thru. 


D 


Silver (sales of over 50,000 copies): 
ikari Warriors and Side Pocket. 
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Sweepstakes seeks 
master adventurer 


ierra On-Line's "Master Adven- 
turer" contest will separate the 


| apprentices from the adepts. Players 


who achieve a perfect score (230 


| points) on King's Quest IV: The Perils 
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of Rosella are eligible to win one of 
2,000 prizes. The Grand Prize is ап. 


expense-paid trip for two to England, 
with a tour of historical sites and cas- 


tles (or $4,000 in cash). Three first | 


prizes of complete Tandy 1000TX com- 
puter systems, 500 prizes of Sierra 
software and 1,500 T-shirts will also be 
given. 

When the player completes the 


| game with a perfect score, a code 
| number appears on screen. The code 


number must be submitted, along with 


the entry blank packed with the game, 
before March 31, 1989. 
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Atari discounts for frequent buyers 


he "Atari Advantage Collector Pro- 

motion" is taking a tip from 
the airlines' frequent flyers' bonus pro- 
grams, to reward consumers who buy 
Atari video games. To participate, the 
gamer picks up a free Atari Advantage 
poster and catalog at a participating 
video-game store, then attaches a 


| proof-of-purchase seal on the poster 


from each game bought. 
Five games gain a free Atari Advan- 


tage T-shirt. Fifteen games wins a free 


Wocka-wocka-wocka: 
Pac-Man returns 
` engen has brought back Pac- 
Man, and the familiar wocka- 
wocka-wocka can be heard around the 
world, as NESers manipulate the 


| chomper around the maze full of dots. 


Pac-Man, the Japanese game that 
conquered America during the first 
video-game age, was the biggest gam- 


ч = | ing hit of the decade. Now that it's been 


í King’s Quest М which sold over 


_ 100,000 copies in its first two weeks on 
| the market, starts where the third quest 


ended. However, for newcomers to the 
series, it begins with an eight-and-a- 
half minute animated cartoon that ex- 
plains the situation. The game boasts 
improved graphics, оте гоюн апа 





better animation than its predecessors, 
thanks to improved development tools. 
A dramatic, 40-minute soundtrack fur- | 

ther enhances the excitement. | 


1989 


reprogrammed for play оп the Ninten- 
do, an entire generation of new play- 
ers will have their chance to gobble up 
the pellets, while they try to avoid 


Blinky, Pinky, Inky and Clyde. 


video-game cartridge, for any of the 
Atari game systems. If the consumer | 


collects 25 games, it entitles him/her 
to a reduced price on Atari hardware, 
such as an Atari 7800 for $25 or an XE 
system or disk drive for $50. 

As an extra incentive, consumers 
who collect 25 games are entered into 
a sweepstakes. The grand prize is a 


seven-day expense-paid trip for twoto | 


California, and a tour of the Atari head- 





quarters. 


Still more SuperStars of the WWE 


wo new expansion disks for 

MicroLeague Wrestling bring 
home additional stars from the mat 
world. Used with the original 
MicroLeague WWF game, each disk 
contains two new matches between 
feuding behemoths. 

Volume 1 matches the Honky Tonk 
Man vs. Randy “Macho Мап” Savage. 
Managers Jimmy Hart and Miss 
Elizabeth are there, too. Next "Hack- 


ТІЗІЛТЕЗІГІИІГІІЖ 


22.166 Cong 





saw" Jim Duggan takes on Harley 
Race, in a continuation of the feud 
started when Duggan stole SKing 
Harley's robe and crown. 

Volume 2 heats up the action with 


Match 1, Hulk Hogan vs. “Тһе Million | 


Dollar Man.’ Ted DiBiase, as the їмо 


titans clash inside the squared circle. 


The second match is just as hot, when | 


Jake “Тһе Snake" Roberts tries to de- | 
fend his wife's honor in a battle with | 
“Ravishing” Rick Rude. 

The computerist takes the role of 
manager of either wrestler, in each of 


| 


the matches, then chooses the maneu- | 


ver for the on-screen mat-man. А digi- 


tized reenactment of the real-life 
wrestlers in actual combat illustrates 
the outcome. 

The two SuperStars disks are avail- 
able for the C-64, and MicroLeague 


Sports will send a free Hulk Hogan | 


poster to anyone ordering both, while 
supplies last. 
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Send $2.00 for your full color салор: 
101 Wi ton Ave., Dept. 6 


` (201) 968-6868 
CIRCLE #107 ON READER SERVICE CARD. 


Peripherals for * 
Apple® & IBM* 


APPLE* is а registered trademark of Apple Computers Inc 
IBM* is a reqistered trademark of International Business A Machines Corp. 
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Fuji Film floppies with 


flowery 


uji Film blossomed on the |. 
computer-media scene like a | 
` breath of spring, with 3.5-inch and 


f- 


5.25-inch floppy disks in flower-like 


| colors. This isn't just gilding the lily, ac- | 
cording to Steve Solomon, General 


Manager of the company's Computer 


| Media Division. "Computer users have 


seen the advantages. . .for their filing 
needs." 
The 35-inch disks come in blue, 


` green, pink, gray and ivory, packed two | 
| of each color in plastic storage cases. 


The double-sided, double-density 
disks in multicolored ten-packs are 


| available, while supplies last, with a 


special demo version of Microsoft 


| Works, a productivity program that 
Scott Orr opens Season Ticket 


M 


r. Computer Sports, Scott Orr, 
has left Gamestar, to open Sea- 
son Ticket, a software production 





| house. Orr started Gamestar in the ear- 
| ly 1980s and produced numerous clas- 


sic action-strategy sports games for 
home computers. Orr sold the compa- 


| ny to Mediagenic several years ago, 


but continued to run the operations. 
Programs authored by the Gamestar 
design group include: StarLeague 
Baseball, Starbow! Football, Star Rank 
Boxing, and the recently published 
Pete Rose Pennant Fever. Among those 


| who served their design apprentice- 


ship at Gamestar are such now-famous 
game-makers as Ed Ringler (Sport- 
Time), John Cutter (CinemaWare) and 


| Troy Lyndon (Pacific Dataworks). 


Season Ticket will provide design 
and producer/director services for 
other manufacturers in the software 
biz. "Software publishers need more 


people who can manage and shape a 


| | ntraCorp's new Capstone line of en- 


tertainment software premiered with 


| Trump Castle, The Ultimate Casino 


Gambling Simulation. The Miami- 
based software firm licensed the opu- 
lent Atlantic City Trump Castle as the 


| backdrop for the program. Compu- 


gamblers can try their luck at black- 
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combines word processor, spread- 
sheet, database and communications 
modules. 

Іп asecond sales promotion, Fuji is 
packing a free 11th disk in ten-packs 
of 5.25-inch disks, while supplies last. 





game in development than when one 
person designed and programmed the 
whole thing,’ Orr stated in explanation 
of the rationale behind his latest 
venture. 


IntraCorp licenses Trump 
jack, roulette, craps, Keno, video poker 
and nine different slot machines. 
Trump Castle, The Ultimate Casino 
Gambling Simulation, available for Am- 
iga, Atari ST, Commodore and IBM PC 
computers, comes packed with a con- 
sumer bonus—a certificate worth $250 


in discounts at the hotel and casino. 


| Great Britain. 
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Epyx agrees with 
Infogrames 


pyx has agreed to purchase all | 
| stock of Infogrames S.A., the | 


leading French manufacturer of com- 
puter games. When announcing the 
agreement, Epyx CEO David Morse 


|| said, “Epyx and Infogrames have 
|| much in common. Both compa- 


nies. ..design, develop, publish, mar- 


| ket and distribute software. . .Info- 


grames is the largest and most innova- | 


tive developer in France. The proposed 


merger of our two teams can only give | 


us added strength." 
Infogrames was founded in 1983 by 
Bruno Bonnell and Christophe Spet. 


The French company's three operating | 


arms, Infogrames, Ere Informatique 
and Cobra Soft have sales and distri- 
bution offices in the Netherlands and 


Three recent 
Infogrames—Bubble Ghost from Ac- 
colade, Captain Blood from Mindscape 


and Warlock Кот Three-Sixty | 
Pacific—drew critical and popular ac- | 


claim in the USA in 1988. 
In a separate announcement, Epyx 
revealed that Barry Friedman, Interna- 


tional Computer Group ргеху, has | 


signed an exclusive agreement to 
represent Epyx for worldwide new- 


product acquisitions. Epyx started a | 


program in 1987 to seek quality soft- 
ware from outside the United States. 
Friedman, with over seven-years ex- 
perience in international software de- 


designs from | 


velopment, will work with Ерух’ own | 


Robert Lindsey. 

Computerists with a taste for trivia 
will remember Barry Friedman as the 
man behind the ground-breaking 
cooperation agreements that made 
Miner 2049 the first game with cross- 
company licensing. 


Leigh Rothchild, President of In- | 


traCorp, explained the new label. “УМе 
felt the need to differentiate our ирсот- 
ing entertainment line from the wide 
range of software that we publish. We 
want the Capstone name to become 
synonymous with quality entertainment 
software. 
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Falcon flies for forces 


Е alcon, the F-16 fighter simulator 
developed by Sphere and market- 
ed for home computers by Spectrum 
Holobyte, is the basis for a family of 
aircrew-training products for the armed 
forces. Dubbed the ASAT (Avionics 
| Situational Awareness Trainer), the line 
will include seven trainers. These 
range from a Basic Tabletop Trainer, to 
an advanced Instrument and Emer- 
gency Procedures Cockpit Trainer, as 
| well as a Cockpit Trainer with a 
Mini-Dome. 

Sphere and Perceptronics, Inc. will 





ДА Wit 


е apcom’s latest hits for play оп 
7 Nintendo range in subject matter 
from the rage of war to the outrageous 
antics of Mickey and Minnie Mouse. 

1943: The Battle of Midway, a sequel 
to Capcom's 1942, begins with the de- 
scent of enemy forces on Midway ls- 
land. The player mans top gun in à 
fighter plane, as enemy bombers fill the 
skies, and the Pacific is awash with 
enemy aircraft carriers. 

Mickey Mousecapade is less seri- 
ous, but just as compelling for NESers. 
Mickey and Minnie must search a fun- 
house, travel over an ocean, escape a 
pirate ship, wander through a forest, 
and explore a mysterious castle, as 
they avoid perils. Obstacles include 
falling spiders, evil wizards, scorpions 
who launch arrows, flowers with dead- 
| |y beauty, and pirates who heave-ho 
skulls at the pair of mice. 

Capcom expects to release other 

games based on Disney characters. Ti- 
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Capcom moves from 
Midway to Mousecapades 


furnish the software for the F-16 train- 
ing products. Each ASAT features full- 
color displays, high-fidelity stick and 
throttle, flight and weapons parame- 
ters, and the capability for scenario 
review. All trainers are modular so ex- 
tra features can be tacked on as need- 
ed, and all can be networked, so pilot's 
flights can work together. 

Gilman Louie, Sphere's CEO, was on 
the scene at the Farnborough Air Show 
in England, where the first ASAT train- 


er was demonstrated. He explained | 


that the Falcon technology made it 
possible for Perceptronics (a firm that 


develops a full range of military train- | 


ing simulations) to build trainers at a 


fraction of the cost of traditional mili- | | 


tary simulators. 
Phil Handley, Product Manager for 
the Perceptronics team, amplified: 


“With their low cost, we expect the mil | hich plugs into one side of the unit, | 


tary to acquire multiple trainers and 
place them in strategic locations to pro- 


vide readily available training to all рег- 


sonnel.’ 


ғазы» 
ИЛИШИП 


and Adventures іп Disneyland. 





Game uses headset 
computer, voice 
recognition 


V аде, Ше adventure/learning | 
toy from Texas Instruments, is 


pioneering a new format for computer 
fun. Designed for kids ages 5 through 
9, the headset superficially resembles 


stereo headphones, with an attached | 


flexible boom microphone. А cartridge, 






` contains adventures and activities to 
be played along with an included guide 
book. The entire mechanism weighs 
less than a pound and is designed to 


| be indestructible, even by children's | 


harsh treatment. 


A safety control on the headset pre- 


vents accidental ear damage from too 
much volume, and one ear is left open 
so the user can hear ambient room 


| fortable fit. 
Voyager retails for $65 and comes 
with one cartridge, The Journey to the 


| Prehistoric World. This contains two 
separate topics, Journey to Dinosaurs, 


and Journey to Prehistoric Animals. 
| The child selects which of five pleasant 


|| voices Voyager will use, then Voyager 
Щ | acts as the guide through a learning 

|| adventure. The child interacts with the 
|| game by speaking through the micro- 


phone; the game is set to understand 
‘true/false. 


sold separately for $19.95. Each con- 
tains two subjects with five games pêr 


Topics available are exotic animals, 


tles announced so far are DuckTales | space, birds and reptiles, and U.S. ge- 


| ography. 


Additional expansion cartridges are 


subject, and an activity guidebook. 


| sounds. The headset adjusts for com- | 


"yes/no" or, in some activities, | 
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Mindscape previews trio 


ew from Mindscape for 1989 are 
M atrio of contests with multi-event 
action. Aussie Games, for the Commo- 
dore 64 and IBM, is a good-natured 
look at sports Down Under. There are 
| six events included that you'll never | 
| see in the Olympics: Bellywhacking, | 
Beer Bottle Shoot, Boomerang Toss, 
| Dry River Boat Racing, Beach Football 
and Marlin Fishing. 
International Team Sports, created by 
Ed "SportTime" Ringler, features five 
events: Volleyball, Water Polo, Soccer, | 
Swimming and Track. It has one- or 
two-player option, and also lets gamers 
act as coach for their teams. On-field 
athletes age and their skills change, so 
new players must be added periodical- 
ly, to simulate the coaching experience. 
It will be released for play on the Com- 
modore 64 or IBM. 
Combat Course is a training program 
with four levels, for Amiga, Atari ST, 
| C-64 and MS-DOS computers. It in- 
| cludes physical trials, risky assign- 
ments, combat and combinations that | 
throw multiple hazards in the path of 
| the trainee trying to increase his skill 
| and endurance in order to дат admit- 
tance to the Special Forces. 
к. - 
Top autumn coin-ops 
= igures provided by RePlay Maga- 
| zine, based on an earnings-opin- 
ion poll of operators. 


Best Upright Video Games: 


1. PO. W. by SNK 
2. Double Dragon by Taito 
3. Bad Dudes by Data East 
4. Operation Wolf by Taito 
| 5. Main Event by Konami 
6. Continental Circuit by Taito 
7. Heavy Barrel by Data East 
| 8. After Burner by Sega 
9. Assault by Atari 
10. Out Run by Sega 


Best Software: 
1. Shinobi by Sega 
2. Altered Beast by Sega 
| 3. P-47 by Jaleco 
| 4. Gold Medalist by Romstar 
5. Capcom Bowling by Capcom 
6. Twin Eagle by Taito 
7T. Twin Cobra by Romstar 
8. Championship Sprint by Atari 
9. Roaabiasters by Atari 
10. Rough Ranger by Sharp Image 
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Nintendo sues Camerica 
over Freedom Stick 
intendo has filed a lawsuit 
against Camerica for what 
they've termed “trade dress in- 
fringement.” 
Sources close to Nintendo described 
a dissatisfaction with the possibility that 
the public may perceive the Freedom 
Stick is a Nintendo product, specifically 
because it's too close in design to Nin- 
tendo's own Advantage joystick. 


w 5 — 








% 5 т т т т 


“It is important for us to protect the 
image associated with Nintendo, which 
is why this suit is necessary,' said 
Peter Main, Nintendo of America's vice | 
president. ‘‘We believe the consumer | 
could be confused by the appearance 
of Camerica's product, and any subse- 
quent advertising, in such a way that | 
the consumer could associate Cameri- 
ca's product with our own. We believe 
this confusion could be harmful to the 
relationship which Nintendo has deve- 
loped with its consumers." 

In September, 1988, Nintendo lost | 
their first step in the legal process, a 
request for a preliminary injunction. 
Just the same, they feel optimistic 
about the future of the suit. "While (the 
judge's) ruling will not stop Camerica 
from marketing its Freedom Stick, we | 
expect our concerns to be vindicated 
at a full trial on the merits of the case, | 
Main said. The suit is scheduled for an | 
early trial, and VG&CE will bring you | 
further developments as we receive 
them. 


The Wiz of Wizardry goes to space 


ndy Greenberg, creator of Wiz- 
ardry, departed the gilded cav- 
erns to found MasterPlay Publishing 
Corp. Now the famous designer has 
his head in the stars. The latest adven- 


| ture from the Wiz whiz is Star Saga 


One: Beyond the Boundary, an inter- 
stellar, interactive role-playing game set 
in the year 2815. A combo-game, it 


Үү 


uses multimedia to tell its story, оп 
computer, game board and in a manu- 
al that contains almost two inches of 
data. (Fortunately, the beginning game 
only requires reading about a third of 
the material.) 

The all-text game comes with maps, 
six character books and six tokens to 






chart the players’ movements through 
the galaxy. Gamers assume a role: | 
either priest, pilot, smuggler, questor, 
professor or engineer. The player lives 
through varied adventures and de- 
velops the character while traveling 
through the galaxy, visiting planets and 
meeting strange life-forms. The galac- 
tic economy promotes trading and | 
treasure-hunting. 

Playable solitaire or by up to six hu- | 
mans, the game lends itself to short 
play sessions. If a player has to drop 
out, the computer reconfigures the ad- 
venture to keep it balanced for the re- | 
maining gamers. The total adventure 
takes about 60 hours to complete. 

First in a trilogy, Star Saga One was 
inspired by large-scale role-playing 
games. Greenberg, along with co- 
creators Michael Massimilla, Rick Dut- 
ton and Walt Freitag, first created the 
game and play-tested it, then cut it 
down to six players and designed it so 
the computer could act as moderator. 

Star Saga One will be available by 
mid-year in formats for the Apple II, 
IBM PC, Macintosh, Commodore, Am- | 


iga and Atari ST. 
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Inset: The PC Engine game cards are much smaller than cartridges for the curren 
of the PC Engine is smaller than what we'll see in the U.S. 


by Lee H. Pappas 
It has incredible graphics. It has fan- 
tastic sound. It has true arcade-quality 
games. And it's available now. 
But there is a catch—it's only availa- 
ШЕ in Japan. Continued on page 22] 
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t Nintendo and Sega systems. Above: Тһе Japanese version 


Ghost Journey shows its true colors. 





Now you can take home some of the best Arcade games you've ever played, 
to play on your own personal computer! 
Skillful programming has taken the superb graphics and addictive game play of Arcade hits Double Dragon and 
Sidewinder and faithfully reproduced them in home computer versions. 
Join in deadly combat with the savage street gang of the infamous Shadow Boss in Double Dragon. 
Indulge in an orgy of action and destruction in the high-energy shoot-em-up Sidewinder (part of the Awesome Arcade 
Action pack on Amiga and Atari ST). Go on the rampage and smash buildings and munch tiny natives in Aaargh! 
Nothing but endless Arcade action - Arcadia has spared no quarter! 
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Double Dragon із а joint publication of Arcadia and Tradewest. 
71988 Mastertronic International, Inc. Licensed from Technos Japan. 
Arcadia is a member of the Mastertronic Group. 


ARCADIA 711 West I7th St., Unit G9, Costa Mesa, CA 92627. 
Tel. (714) 631-1001. CIRCLE #109 ON READER SERVICE CARD. 





МЕС debuted the РС Engine іп November of 1987, 
and has since sold roughly 1.5 million units. Current- 
ly there are 22 game titles covering a wide range of 
interests: 

—The arcade category includes Sega's Fantasy Zone, 
Galaga '88, Alien Crush, Victory Run, The Legendary 
Axe, Kung Fu and a two-part version of the futuristic 
arcade game Н-/уре. 

—Tennis, Power League Baseball and WorldStadium 
Baseball are among the sports games. 

— Several strategy games, such as Necromancer and 
Shanghai, are also offered. 

While the game system isn't in the U.S. now, 
sources tell us that we may see it sometime during 
the coming summer. The PC Engine shown in the 
photos is the Japanese version—a very compact, light- 


2 am A 
T] 
ай 


Fs i LI E п 

—— вы — فو‎ 
" а + . = b EERE. ез = āiā 
i т = L] L нң 4 = = 





Necromancer is a detailed adventure game. 


weight unit. The U.S. version will definitely be larger 
to comply with certain federal standards in the preven- 
tion of RF (radio frequency) interference. 

The hand-held controller is similar to the Nintendo 
and Sega control pads. Though only one comes pack- 
aged with the game system, adapters allow you to plug 
in up to five controllers. Іп a game like Tennis, for ex- 
ample, this permits up to four players to compete 
simultaneously. A "turbo" version of the control pad, 
which includes rapid-fire controls, is offered. For fur- 
ther comfort in control, a high-quality joystick, simi- 
lar to Nintendo's NES Advantage,is available. 

The game cards themselves are tiny, about the size 
of a credit card, though they can contain games up 
to 8 megabits in size. 

The screen resolution (visual quality) is 224 x 256 
pixels, the same as the new Sega MegaDrive video- 


VG & CE Y MAR/APR YT 1989 








Going to bat in WorldStadium Baseball. 
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CIRCLE #110 ОМ READER SERVICE CARD. 





game system, which also is rumored to be available 
later this year. With the AV Booster option, the PC En- 
gine can be played using a high-quality monitor, as 
well as allowing output of the audio to a stereo for en- 
hanced sound. 

Another option, released in December 1988, is the 
CD-ROM player. On the surface it makes a great 
compact-disc player for standard music CDs; but 
when attached to the PC Engine acts as a powerful 
data-storage device, capable of holding programs up 
to 2,000 times the size of a 2-megabit card. This can 
allow for games of complexity and depth without com- 
pare, as well as true CD-quality sound effects and 
music. 

The CD-ROM unit plugs into a “docking port,’ 
which does the job of the AV Booster while doubling 
as a carrying case. So far five games are available 





Race through Europe in Victory Вип. 


on CD-ROM format with new ones on the way. К 
should be noted that when the back orders for the 
CD-ROM are filled, twice as many NEC CD-ROM play- 
ers will have been purchased than the total number 
previously sold by every other manufacturer to date. 

Some incredible new titles will soon be available 
for the PC Engine stand-alone unit as well: Dragon 
Spirit, Gradius ІІ, Vigilante and Space Harrier, to name 
a few. 

VG&CE will keep you informed of release dates, 
prices, new games and further developments with this 
next generation video-game machine. In the next 
issue—don't forget, we'll be monthly!— we'll give you 
more news and show some photos of the CD-ROM 
player in action. 
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The Legendary Axe is characteristic of the PC Engine's advanced sound, 
graphics and game play. 





The NEC PC Engine with the AV Booster attached. 
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В-Туре 2 is true to the arcade version. 


WORLD CLASS LEADER BOARD 
Pro Golf Simulator 


Now you have the opportunity to play the same courses that have 
challenged golf's greatest legends. "WORLD CLASS" LEADER 
BOARD features three famous 18-hole golf courses and васл hole 
authentically reproduces the distance, traps, trees, rough and 
water hazards of: 

51. Andrews = "Те Most Revered Course in бой” 

Doral Country Club + “Тһе Florida Blue Monster’ 

Cypress Creek = "Тһе Largest and the Finest" 
The Fourth coursa, designed specifically for ‘WORLD CLASS" is 
the "GAUNTLET COUNTRY CLUB'. Only those who have 
mastered the best courses in the world should expect 10 come 
ciosa to par at “THE GAUNTLET”. 

"WORLD CLASS'' will challenge you with the same strategy and 

option decisions you face in your real game. And because tive book 
and feel are so life-like, И may improve your actual golf game as well! 


C-54/128, AMIGA, IBM PC, APPLE |І SERIES, MACINTOSH 


HEAVY METAL 
Modern Land Combat 


По you have the courage, skill and intelligence to move up the 
ranks in today's modern army? Here's your chance to find out 
Find yourself in a full simulation of an M1 A1 Abrams tank, the 
U.S, Army's most sophisticated and powerful main battle tank. 
Or how about behind tha wheel of an XR 311 FAV (fast attack vehicia) 
going over 100 mph attacking enemy мору Сиа Trying to defend 
your supply stations i5 going to be less difficult using an АПАТ (air 
defense anti-tank) system, but И will never be easy. You |І face а 
challenge you never expected fo get іп OTS (Officer's Training 
School). Add to this the fact that battles are going on at three different 
fronts at once and you'll soon find out what you re made of. Do you 
have what it takes? TAKE THE HEAVY METAL CHALLENGE ТО 
FIND QUT! 


C-54/128, AMIGA, ІВМ PC 
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ЕСНЕГОН 
Space Flight Simulator 


As a top JSF pilot you are green command of а C-104 Tomahawk 
and are stationed in Patrol Zone 106. Yours is the only patrol craft 
in this zone and you must fly daily reconnaissance missions and 
search for artifacts and clues that may reveal the location of the 
Soace Pirate Stronghold 

ECHELON is a true simulator that puts you af the controls of the 
C-104 and in the heart of the action. The craft can be operated inside 
the patrol zone under 3 different classifications. These include 
(1) Scientific - This level is for those who wish to fly, explore and 
gather information without being attacked 

(2) Patrol - Encounter enemy spacecraft while exploring the 
unknown 

(3) Military - Моп-510р action facing hostile enemy spacecrait 


С-64/128, APPLE И SERIES, IBM РС 


И you can't find our products af your local dealer, you can order direct For 
mail orders, enclose check or money order, plus $1.00 shipping and handling, 
and specily machine version desired. Order Бу phone on VISA, MasterCard 


CCESS 


= Software Incorporated 


or С.0.0. by calling TOLL FREE (800) 824-2549 
ACCESS SOFTWARE, INC., 545 W. 550 5.. Suite 130, Bountiful, UT 84010 


CIRCLE $111 ON READER SERVICE CARD. 
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reakout-type games have 

long been popular, and 

over the past few years 
this “block-busting” game theme 
has been continually updated. 
Arkanoid is the result of this evo- 
lution, adding many new twists 
to significantly change the 
game's strategy and play. 

For those of you who aren't 
familiar with Breakout-type 
games (all two of you), the ob- 
ject is to use a small ball to 
knock out the blocks of a wall, 
using a player-controlled paddle 
located at the bottom of the 
screen. When the ball hits the 
paddle, it bounces back up the 


Танов Arkanoid for | 
the NES takes the | 


screen, and any of the colored 
blocks it hits will be removed 
from the display. In this way you 
attempt to clear all of the blocks 
and advance to the next level. 

Like all video games these 
days, Arkanoid's manual insists 
on supplying the player with a 
game scenario: И seems that a 
planet has been destroyed by a 
horde of alien invaders, and the 
survivors of the attack made 
their getaway in a ship named 





Arkanoid 


Taito 


For the Nintendo Entertainment System ($34.95) 


Arkanoid. Arkanoid was then 
also attacked, forcing the sur- 
vivors to escape again in a 
"Maus" spacecraft. Now they are 
trapped in a labyrinth of colored 
walls and must blast their way 
to safety. 

One of the enhancements to 
the old Breakout theme that 
you'll find in Arkanoid is the 
colored capsules that are occa- 
sionally released from the blocks 
when you hit them. There are 
seven different types of capsules, 
and if you catch one, it'll give 
your paddle extra powers. 
Among these are capsules that 
widen the paddle, give a free life 





or let you warp to the next 
screen. 

The power capsules add a lot 
of strategy to the game. Trying 
to catch the capsules means tak- 
ing a chance on missing the ball. 
Also, each time you touch one, 
although you gain a new power, 
you lose the power that you al- 
ready had. 

Аз if keeping the ball in action 
wasn't hard enough, you must 
also be on the lookout for obsta- 


cles that float down from the top 
of the screen. When you hit the 
obstacles, they are removed from 
the display, but because they are 
always moving, they may deflect 
the ball in an unexpected direc- 
tion. The closer .the obstacles 
get, the harder it will be to keep 
the ball in play. Because Ar- 
kanoid requires lightning-fast 
responses, the game comes with 
a special controller. Unlike the 
standard Nintendo controllers, 
this special controller has а 
rotating knob that allows you to 
almost instantly place the pad- 
dle in any position. The fast 
response time of this special 
controller allows you to.zip to 
one side of the screen to catch 
a capsule and zip back to the 
other side to return the ball—all 


as quickly as you can twist the 
knob. 

Arkanoid can, however, be 
played with the standard Ninten- 
do control pad, which changes 
the game's strategy significant- 
ly. Because the directional pad 
moves the paddle much more 
slowly, you have to "predict" 
where the ball will come down 
so that you'll be there to return 
it. 

If you were a fan of Breakout, 
you'll love Arkanoid. Its a clas- 
sic game brought up to state-of- 
the-art form. 

—Clayton Walnum 


Taito America Corp. 
660 S. Wheeling Road 
Wheeling, IL 60090 
(312) 520-9280 


Gauntlet 


Tengen 


For the Nintendo Entertainment System ($44.95) 


W 


hen Gauntlet came out 
as а coin-op, arcade 
players swooned. The 
combination of high-quality 
graphics and sound, fiercely 
competitive game play and multi- 
player action made it a real win- 
ner. Tengen, to the cheers of 
Nintendo players, has converted 
it into cartridge form. 

While this conversion doesn't 
compete with the arcade version 
for visual and aural capabilities 





(the NES hardware unfortunate- 
ly isn't in the same league], the 
representation of the game is 
reasonably accurate, with the 
addition of cooperative play to 
add to the game's appeal. 

As in the arcade version, 
Gauntlet is the name of the cas- 
tle you've entered in search of 
the Sacred Orb. If you succeed 
in retrieving the Orb, the people 
of Rendar, held under a spell by 
Morak the Evil One, will be set 
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‘Outrageous. 





Now Japan’s hottest games are pP ` troops. With moves you've never seen on the 
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getting America's highest reviews. ШӨ” ДВА \ wee screen before, you must confront and defeat eight 
A whole new crop of Japanese (сй | УДЫ I opponents and their martial arts gangs. Even 















when you get really good, you'll probably never 
get past Shula. Only the best ever do. 


БӘ Mappy-Land: Finally, a game that's tough enough 

to challenge the Nintendo expert, while 

still being fun for children of all ages. 

Марру, the policeman, takes you on 

7 four increasingly difficult adventures 

through eight lands, each with secret 

F entrances, exits, and complex sub- 
areas. In your various adventures, you'll 

be armed with an unusual arsenal 

of weapons. Toys, pots, fish, pul- 

leys, punching bags, fireworks, 


Nintendo* favorites are getting thumbs- 
up across the U.S. Intense graphics. 
Endless action. Blasting sounds. Cool 
moves. They're here now from Taxan. 


Star Soldier The same game 
used for the Japanese Nintendo 
game championships. A tough, 
riveting, fast-moving classic. 
Master the complex tactics of 
interstellar warfare as you're warped 
through 16 increasingly difficult levels. 


Before you meet the final Starbrain, you'll t 
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make it to the final showdown, butthe Wal ри 
nerve-tingling, super galactic action | 
will give you light years of great playing. 


Mystery Quest” You are the wizard's 
apprentice, Hao. To prove yourself 
worthy of becoming a wizard, 
you must journey to four 
mystery castles on a quest for 
the magictalismans. Through 


you think you've got it down, 
Mappy-Land will toss you another surprise. 


What are you waiting for? Try out these fun, 

exciting new games today and find out why 

the most dedicated Nintendo players think 

Taxan games are so “Кай” Call or write us 

for further information: Taxan USA, 

161 Nortech Parkway, San Jose, 
CA 95134, 


endless underground passages LICENSED BY NINTENDO 
TS erus | а FOR PLAY ON THE 
and intricate mazes, you will discover the — 
sources of energy to continue your quest. Nintendo 
CERCANA as, AF | Жы. ENTERTAINMEN 
Weird creatures lurk in every corner. Get sozTEm ды 


past them all, find the keys, get to the magic 
and become a wizard! Get really good and 
go for 100 million points! 

Fist of the North Star” In this thriller, 
you are Ken, the Fist. You have returned to 
the Central Imperial Capital to free it from the 
malevolent Emperor Heaven and his battle-hardened 





en a/o | 
Consumer Division 


Талал lsa regisiered trademark of Талап USA Corporat kon. Nbnbenda and 
исто Erbertalngnent Synema аге registered trademarks of Ninsendo 
of America Lc. Star Soldier [3a trademark of and licensed from Hudson 
Soft, Mystery  өсыін жимістагі of дені licenced from Carry Lab. Fist 
ofthe North Star copyright bey агы licensed [ram Pari Anl mad lans. 

Mappy Land іна саласы aed copyright peocected by Матьо Ltd. 
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free. You have your choice of four 
warriors to do battle with, and 
each one comes with a unique 
set of characteristics that govern 
how quickly they move, how 
strong their armor is, the 
strength of their shots and the 
level of their magical abilities. 
As you wander through the 
castle's many rooms, you must 
grab as much bounty as you can. 
Some treasures increase your 
"hit point" count, which is how 


Tengen's conversion of 
the arcade classic 
Gauntlet pushes the 
NES hardware to the | 
limits of sound and 
graphics. 


much damage you can sustain 
before your health fails and the 
game ends. Other bonuses are 
potions that enhance your pow- 
ers, such as invisibility or in- 
speed. A 


creased high 


percentage of your journey in- 
volves tracking down keys (to 
open chests and doors) and 
bombs (for eliminating whole 
groups of enemies). 
Obviously, your trek is 
hazardous. Each room consists of 
groups of enemy creatures: 
ghosts, grunts, demons and sor- 
cerers, among many others. All 
of these adversaries stand be- 
tween you and the exit door. In 
later levels, the opposition gets 





its are tossed in for added 
difficulty. Hitting the Start button 
at any time not only pauses the 
game, but also shows you a dis- 
play of your status: what room 






RENTING SOFTWARE 
ISN'T HARD! 
















plete list. 


| It’s as easy as picking up the 
phone and giving your order. If 
| you have a credit card, it's even 
easier. The hardest part may be 
waiting for the mail to come! 


We're having a special sale, 
with up to 8096 off selected 
software. Call now for a com- 
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Call toll-free outside Texas: 1—800—433-2938 
— Inside Texas call: 817—292-7396 


WEDGWOOD RENTAL 
5316 Woodway Drive 
Fort Worth, Texas 76133 
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stronger and faster, and false ex- 
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you are in, your score, your cur- 
rent strength level, the maximum 
strength level you can reach, an 
inventory of keys and bombs. 

After every few rooms, there 
is a treasure room. Here you can 
gather a quantity of food without 
the threat of death, as there are 
no enemies to face. A timer ticks 
off seconds, and if you exit be- 
fore the timer hits zero, your 
strength level will be recharged 
to its maximum; otherwise, you 
retain your existing level. To 
make this more of a challenge, 
the exit location varies. 

The instruction booklet that 
comes with the game gives you 
all the information you need to 
play, such as maps of the five 
worlds. These maps include 
room numbers and markings for 
treasure and clue room (where 
you receive bits of the password 
needed to exit the castle) loca- 
tions, to help you track your 
progress. Some rooms have mul- 
tiple exits, each leading to differ- 
ent rooms, so you still have to 
do some mapping of your own. 

Gauntlet is a tough contest 


Ds. ты”: y 
that is programmed with many 
levels to hack your way through. 
Thankfully, a password system is 
employed that lets you restart 
games from the point you were 
last at, with the inventory you 
had socked away. A game like 
this will require hours of adven- 
turing, and Tengen makes it easy 
for you to progress. 

From an artistic viewpoint, 
Gauntlet pushes the limit of the 
NES capabilities. For instance, if 
a grunt gets next to your charac- 
ter and strikes, you'll hear a digi- 
tized “Ooof,” while snatching up 
a plate of food brings an 
“Мттт. Graphically, the game 
adequately relays events, but at 
certain sections, namely those 
that contain a lot of characters, 
the action slows down annoying- 
ly. Overall, Gauntlet is a treat to 
play and comes highly recom- 


mended. | 
—Andy Eddy 


Tengen, Inc. 
1901 McCarthy, Second Floor 
Milpitas, CA 95035 

(408) 435-2650 


Legendary 
Wings 


Capcom USA 
For the Nintendo Entertainment System ($34.95) 


he scenario: 20,000 years 

from now, a computer 

named DARK controls all 
aspects of the planet, though it's 
somehow acquired a glitch and is 
making things hard for the 
planet's residents. Because the 
Earthlings have experienced a 
peaceful existence for so long, 
they can do nothing to stop the 
onslaught DARK has let loose. 
Thus starts Capcom's Legendary 
Wings, a multilevel shoot-'em-up 
filled with tough opposition. 

To the rescue come two young 
men with the ability to fly, using 
artificial wings given to them by 
Ares, the God of War. Тһеу уе 
taken flight with the last arma- 
ments Earth can give them, to 


take a shot at saving humanity. 
Five segments must be success- 
fully traversed before the game is 
completed; but with all the fierce 
Opposition you'll face, that's a tall 
order. 

From start to finish, Legendary 
Wings keeps constant pressure 
on you from a variety of enemy 
characters. To go up against these 
adversaries, you have lasers and 
grenades on your side, but not all 
of these mutants are easily killed. 
some require multiple hits before 
they are vanquished, especially 
the beasts that guard the end of 
each level. 

The weapons you have can be 
strengthened with power-up cap- 
sules. Occasionally, one of these 









SNK BRINGS YOU BATTLES, INVASIONS, 
STRIFE, COMBAT, SKIRMISHES, SEIGES, 
_ CONFLICTS, AIR RAIDS, MOBILIZATIONS, 
HOSTILITIES, AND ALL-OUT WARFARE! 
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capsules will fly across the 
screen, and shooting it will 
release а "P." When you fly over 
the power-up, it will make your 
weaponry up to four times more 
powerful than normal. This is not 
likely to be a permanent effect: 
Getting hit by an enemy or its mis- 
sile will downgrade your weapon- 
ry. If you are at the lowest weapon 
strength and take a hit, you lose 
a life. 

To make things more difficult, 
theres a monster called Giant 
Head, who slings out small whirl- 
pools. The Giant Head can't be 
destroyed, and if you get caught 
in a whirlpool, you'll be sucked 
into the lower depths of the 


111121422. 


and the character(s) you control 
are animated with flapping wings. 
To its credit—unlike other games 
of this genre—the colors are easy 
on the eyes. 

Playing the game with two 
players is, sadly, not too exciting. 
There aren't enough power-ups 
to get both flyers up to snuff in 
firepower, something necessary 
to get by the really hard levels 
nearer the end of the game. Even 
in single-player mode, there is a 
fine line between success and 
failure: If you don’t get all of your 
power-ups, you may not squeeze 
by some areas. 

Legendary Wings is also 
plagued by animation slow- 
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Earth's only hope lies in your hands as you battle it out with the over- 
seeing computer, DARK, in Capcom's Legendary Wings for the NES. 


planet—termed the "minus 
stage"—and forced to face the 
worst creatures that DARK can 
muster. 

Similarly, though, certain 
ground-based targets will release 
whirlpools that take you to a "bo- 
nus stage; This location is 
stocked with nothing but power- 
up capsules and treasures that 
provide large point totals. These 
are great places to raise your 
score and bring your weaponry up 
to peak performance for the long 
road ahead. 

From an artistic standpoint, 
Legendary Wings is a beautiful 
piece of programming. The 
decorative backgrounds have the 
appearance of ancient Greece, 


VG & CE Y MAR/APR У 1989 


downs when there is a lot of ac- 
tivity on-screen, though it's 
much more of a hindrance when 
you are playing a two-player 
contest. 

Just the same, | enjoyed play- 
ing Legendary Wings a lot. Aside 
from the discouraging effect that 
losing your weapons has—often 
it's easier to can the current ef- 
fort and restart as soon as pos- 
sible—it will keep urging you on 
to try again. 

—Andy Eddy 


Capcom USA, Inc. 
1283-C Mountain View 
| Alviso Road 
Sunnyvale, CA 94089 
(408) 745-7081 





Bandai 


For the Nintendo Entertainment System ($34.95) 


ight years ago, Galaga 

made its American debut in 

arcades. Since then, it has 
been one of the more success- 
ful coin-op sequels in video- 
gaming history. It was so popu- 
lar on its own, in fact, that few 
today know that Galaga was the 
direct sequel to Galaxians, 
another arcade hit. 

Now Galaga has come home 
for the Nintendo Entertainment 
System. First released in Japan 
for the original version of the 
NES (known as the Famicom), 
this game is a look-alike, sound- 
alike and play-alike translation of 
the arcade. 

In deep space, your starfight- 
er is under the missile and sul- 
cide attack of the Galaga, a 
strange alien race who look like 





insects. They swarm onto the 
screen in groups before diving 
for your fighter. This gives you 
the opportunity to destroy them 
before they can assemble into à 
powerful attack formation. The 
Galaga spiders weave side to 
side as they come down. The 
Galaga bees are the trickiest, for 
they swirl around in loops, and 
at higher levels will mutate into 
three aliens. The Galaga bosses 
are the toughest—they need to 
be shot at twice. Destroying one 
of these temporarily weakens 
the entire Galaga fleet. 


What makes Galaga unique is 
its "double-fire" feature. Every 50 
often, a boss Galaga descends 
and releases a tractor-beam. If 
your fighter gets caught in its 
field, the alien takes it to the top 
of the screen. With one of your 
remaining fighters, you must 
shoot the boss, as it dives, to 
free your kidnapped fighter. (И 
you have no fighters left, the 
game ends.) But it's possible to 
destroy your own captured fight- 
er if you're not careful, and 
shooting the boss Galaga when 
it's not attacking makes the 
fighter turn on you. А freed fight- 
er will connect side by side with 
the first one, merging into a dual 
fighter that has double firing. This 
makes destroying the waves of 
creatures much easier—but your 


Ш Dive-bombing space 
ТТ insects try to knock 

you into orbit in Ten- 

~=] деп NES rendition of 

| the arcade favorite, 
Galaga. 


new, wider ship will also be hard- 
er to protect from the aliens Sui- 
cide dives. 

Every third screen is а 
“challenging stage.’ Various, non- 
attacking Galaga fly by in un- 
predictable directions. А bonus 
of 10000 points is awarded 
should you manage to shoot 
them all. To make this perfect 
score, you almost always need 
to play with a dual fighter. 

M the end of a game, results 
are shown indicating the total 
number of shots that the player 
fired compared to that of aliens 
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› Detroit has seen better days. — RoboCop's Special Issue Auto-9, make your way past street 
A gang of ruthless hoods has thugs, the notorious Clarence Boddicker and the powerful 
т the city, and crime is out of control. ЕО-209 to your final battle with Dick Jones. 





Attacks on the streets. Drug trafficking. Corruption Serving the public trust, upholding the law, and 
and cop killing. It's so bad a private firm, O.C.P., now runs protecting the innocent was never so challenging, never so 
the police department. dangerous, and never so much fun as this. 
As RoboCop, your job is simple—clean up the city. With great graphics and great game action, the future of 
Armed with a heavy-duty arsenal of weapons, including law enforcement is ROBOCOP. From Data East. 


Now available for Commodore 64. mss АА Гог CORRE D SS таттан т Na ON а. soon on IBM Amiga and Atari ST personal computers. 
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hit, and the percent ratio of the 
two. While this information is 
somewhat interesting, it seems 
more trivial than necessary. 

Galaga on the NES plays iden- 
tically to its quarter- eating coun- 
terpart. The flight patterns of the 
Galaga as they swoop into forma- 
tion are the same. And the little 
tricks and techniques used in the 
arcade still work here. Veterans 
will definitely feel right at home. 

The graphics in Galaga bear 
more than a passing resemblance 
to their arcade counterpart. This 
game doesnt look similar—it 
looks exactly like the coin-op. The 
appearance of everything, from 
each of the Galaga aliens to the 
player's own ship, will be familiar 
to long-time arcaders. The one 
minus would have to be the 
scrolling starfield, which does 
more flickering than moving but, 
thankfully, is not distracting. 

Accompanying the graphics 
are the equally familiar sound ef- 
fects and music. The squall of 
the Galaga aliens as they are 
shot and their screech when 
they dive are still here, 
reproduced fully on the NES. And 
the background music is just as 
captivating. 

About the only justifiable com- 
plaint that can be made about 
Galaga is the size of the game 
field. On the arcade version, the 


screen is higher than it is wide. 
Obviously, this is not so on the 
NES, as the screen proportions 
on all televisions and computer 
monitors are the exact opposite. 

To compensate for this, the 
playing field of the NES version 
is set to the left, in an area that 
is more square than rectangle. 
The high score, individual play- 
er scores, ships remaining and 
level indicators are displayed on 
the right side. However, there is 
no definite border separating the 
two. This makes it somewhat 
difficult to tell where the middle 


of the game field is, which is es- . 


pecially important to know for 
doing well on challenging 
screens. 

Galaga is highly addictive. This 
isn't one of those games that 
eventually comes to an end or 
that you can complete—the Gala- 
ga attackers will always beat you, 
no matter what. But you'll find 
yourself pressing the START but- 
ton over and over again. The 
challenge presented in this game 
is forever tempting and never 
seems too dull. Succinctly, Gala- 
ga is pure, simple fun. 

—Howard Н. Wen 


Bandai America, Inc. 
12951 East 166th Street 
Cerritos, CA 90701 

(213) 926-0947 


Mighty Bomb Jack 


Tecmo 


For the Nintendo Entertainment System ($34.95) 


K ing Pamera, a peace-loving 
and good king, has been 
kidnapped by the evil 
demon Belzebut in an effort to 
turn the world into a nasty place. 
Jack and his brothers fight 
Belzebut—but to no avail. After 
the fight Jack finds that his 
brothers are dead, and he is now 
the only one left who can res- 
cue King Pamera, his queen and 
his princess. 

Mighty Bomb Jack is one of 
those games that, though it's a 
typical multilevel action adven- 
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ture, manages to incorporate 
some original ideas that make for 
interesting and challenging game 
play. 

One novel aspect of this game 
is Jack's vulnerability; he has no 
firepower, and thus, no way in 
which to defend himself from the 
many creatures that materialize 
from the air and attack. Rather 
than shooting the monsters, you 
must manuever Jack around 
them (unless you use some 
Mighty Coins; we'll get to those 
in a minute), since the enemy's 


Ж 


slightest touch means death. 

There are hundreds of trea- 
sure chests placed throughout 
the game. Each chest contains 
an item with a special function 
in the game. For instance, the 
Sphinx opens secret doorways 
and Mighty Drink adds time to 
your timer. Collecting Mighty 
Coins is especially important; 
they will give you three levels of 
power. At the highest level, the 
creatures on the screen turn into 
gold coins, which you may then 
gather up. 

Another power the Mighty 
Coins give you is the ability to 
open treasure chests simply by 
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that | rarely bother trying to get 
out. | just hit the reset button 
and start the game over. There's 
nothing wrong with limiting the 
player to ten Power Coins, but 
the torture room is a dumb idea, 
especially considering that, even 
if you do manage to escape, you 
still lose all the Power Coins you 
collected. 

Another unusual feature of 
Mighty Bomb Jack is the way 
you control Jack on the screen. 
Опсе he is іп the air, repeated 
pushing of the "A" button will 
cause Jack to drift in an almost 
horizontal path. This wide range 
of control makes him almost 
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Rescue kidnapped King Pamera from the nasty Belzebut іп Тесто $ 


Mighty Bomb Jack for the NES. 


walking into them. (The normal 
way to open a chest is to land 
on its lid and jump on it.) Other 
items, such as Power Balls 
(changes creatures into gold 
coins), Bonus Coins (multiplies 
your score by a number from 
two to five) and Extra Coins 
(gives a free Ше), will appear as 
you make your way through the 
game. 

The Power Coins are valuable 
because they give you extra 
powers. But you have to be care- 
ful not to have more than ten in 
your possession at any given 
time—otherwise, you'll be 
thrown into the torture room for 
greediness. The only way to get 
out of the torture room is to jump 
50 times while avoiding the 
creatures roaming around the 
room. This takes so much time 


bird-like, the only limitation in his 
travel being that he can't stay in 
the air forever; gravity continu- 
ally pulls him down, forcing him 
to jump again. This style of con- 
trol takes a while to get used to, 
but once you get the hang of it, 
you'll be able to get Jack to 
quickly go just about anywhere 
on the screen. 
| highly recommend Mighty 
Bomb Jack to all NES owners. 
Its original movement control, 
sound effects and challenging 
play make this a game that you 
will come back to often. 
—Clayton Walnum 


Tecmo Inc. 

Victoria Business Park 
18005 S. Adria Maru Ln. 
Carson, CA 90746 

(213) 329-5880 
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Тпе 
Rebellion’s Over! 


Your Mission: 
Terminate the Rebels of Hollerith. 


Your Role: 
You are the latest in Cyborg 
Technology. 
You are...a Cyber Cop 
& The Rebels 
are Ready for You. 

е Fast Action Arcade Adventure 
е Full Spectrum Color Animation 
e 3-D Spritable Characters 
е Life-Like Battle Environments 
е Plays in 3 Domains: 
Atmospheric е Geosphere е Aquatic 
е Realistic Sound Effects 
е Quick Manual Response 
е Choice of Play Longevity 
vs. Higher Point Scores 


е For IBM PC/XT/AT, Commodore 
64/128, Apple 2 + /Е/С. On diskette. 





For Information, Write or Call: 


Pedersen Systems, Inc. 
2 М. Highview Ave. е Nanuet, NY 10954 


anes (914) 623-2245 


е COMING SOON! 





©1988 Pedersen Systems, Inc. 
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Freedom Stick 


Camerica 


For Atari, Amiga and Commodore computers; and Atari (2600 and XE), Nintendo and Sega game machines ($69.95) 


here's nothing worse than 

the annoying cable clutter 

that accompanies com- 
puters and game machines. At 
the minimum, you need to run 
a power cable from the machine 
to the wall outlet; a cord that 
hooks up to the monitor or tele- 
vision you're using for display; a 
separate power cable for the dis- 
play; and, if you're using a com- 
puter, you may have any number 
of disk-drive, printer and/or mod- 
em connections also. 

Camerica, a new name in the 
electronic-gaming world, has 
brought out a wireless joystick 
controller called the Freedom 
Stick so you can play from your 
couch without the cat-got-the- 
yarn-ball syndrome. Best of all, 
through the use of different 
adapters, it can be used on a 
variety of computers and game 
consoles. 

The first view at the joystick 
unit tells you that it was initially 
designed for Nintendo compati- 
bility; it features an “А” button, 
a “В” button, a START button 
and a SELECT button. There 15 
also a stubby joystick topped 
with a small black ball, a com- 
fort to me as | can't seem to use 
the Control Pads that come with 
the NES and Sega units. Four 
suction cups on the unit's base 
hold it firmly to a flat surface. 
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Camerica's wireless Freedom Stick cuts the cable clutter to computer 





or video-game console. Thanks to infrared techology, you can sit across 


the room and not worry about som 


The last switch of note on the 
joystick face is one labeled 
"AUTO/MAN:; This switch, 
when put in the AUTO position, 
will make the "A" and "B" but- 
tons auto-repeating. This is a 
great feature that many other 
control-pad replacements are 
offering; but in this case, there's 
no varying the rate of repeat. 

Beyond the joystick unit itself, 
there is also a receiving unit that 
will pick up the signals sent out 
by the joystick and route them 
to the ports of your computer or 
game console. The two cords 


eone tripping on the cord. 


that run from the receiver to the 
joystick ports are fairly short— 
about a foot long—so receiver 
placement is somewhat limited. 

There are other limitations to 
the Freedom Stick, such as hav- 
ing to keep the receiving unit 
facing you, so the infrared sig- 
nals will properly reach the 
receiver; there's nothing more 
annoying than battling a fierce 
foe, and having your ship freeze 
in mid-flight, a veritable sitting 
duck. 

A similar situation would take 
place if the batteries run out. 





Yes, unlike other (standard) joy- 
sticks that are simply switches 
built into an easily-held unit, this 
one also has the infrared trans- 
mitter circuitry inside it. Buying 
four "AA" batteries is no big 
bank breaker, but without fail 
they will kick the bucket just as 
you launch into the deeper 
recesses of that cartridge you've 
spent 2 zillion hours playing. 
Murphy's Law, you understand. 

My main worry about the 
joystick has to do with its con- 
struction. The Freedom Stick is 
nowhere near as sturdy as other 
similar designs. Considering the 
price, you don't want something 
that will fall apart. 

Other than that, in the time 
I've used a Freedom Stick, I've 
been very happy with its perfor- 
mance. l'm not sure the $69.95 
price is something that casual 
gamesters are willing to shell 
out, but if you find yourself play- 
ing more games with the yarn 
ball of cables surrounding your 
video den than your game 
machine, this might just be up 


your alley. 
—Andy Eddy 
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You should use Ше power pods you get here to stock up оп double 


Missiles and Ripple. 
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п the February issue of 

VG&CE, we gave you 

maps and tips for making 
it through Levels 1 and 2 of 
Life Force by Konami. This 
month we cover Levels 3 
through 6 so you can com- 
plete this tough contest. 


Don’t just sit there and 
watch! 

Before we get started 
with tips on Level 3, there's 
one hint we wanted to pass 
on to those engaged in 
team play: 

The worst thing that can 
happen is one player losing 
all his lives and being 


LEVEL 3 


forced to sit back to watch 
the other player finish their 
game. Konami has рго- 
grammed a solution though 
it isn't documented. If the 
player whose lives are gone 
hits both the “А” and "B" 
buttons simultaneously, a 
trade will take place: One 
life will be taken from the 
surviving player and given 
to the idle player. This al- 
lows both combatanis to 
keep active until a// ships 
аге destroyed. 


The heat of battle—Level 3 
Level 3, which has your 
ship(s) scrolling from left to 


This will be your first sighting of а dragon-like creature who spits 
out fireballs. As dangerous as this is, the best method is to get as 
close to its head as you can, which allows your weapon to recharge 
quickly and do the most damage. 


4 кре, Ж" аға ж” 


“Fire spheres” come off the surface rapidly and creep towards your 
current location. These hazards come in pairs, sometimes in fours, 
so keep your eyes open! 
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illustration by Alan Hunter 
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right, begins the same way 
the first two levels did: with 
an opportunity to boost your 
options, which were likely 
taken down to zero by the 
Intruder at the end of Level 
2. (If you are unfamiliar with 
what we are talking about 
here, refer to Part One of 
the “Life Force Strategy 
Guide” in the February, 
1989 issue of VG&CE.) The 
power pods come when 
you blast away squadrons 
of Phoenix, similar to the 
saucers at the start of Lev- 
el 1. Be careful, though, as 
the weaving pattern of 
these flaming birds can 
cause one to slip through 
your bullets and strike your 
ship. 

After you get past the first 
six sets of birds, you ll see 
why this is called the 
"Prominence бізде.” The 
top and bottom of the 
screen is lined with solar 
activity so don't stray too 
high or low, or you'll crash 
and burn. This flaring sur- 
face also serves to hide the 
appearance of beings flying 
out from the edges towards 
you. 

This level is also sprin- 
kled with single Phoenix: 
Some get bigger as you 
shoot them, others turn into 
fast fireballs; all of them 
seem impossible to kill. The 
best strategy is to blast 
away at them as soon as 
you see them, but don’t 
waste too much time and 
effort. Sometimes the best 
idea is to bypass a creature 
to save your life. If you do 
manage to rid yourself of 
one of these birds, though, 
you'll often be rewarded 
with a blue power pod. As 
we said in Part 1, a pod will 
clear the screen of all that 
is currently in your way. 

The hardest objects to 
get past at this juncture are 
the "spitballs" that dance 
off the surface to the mid- 
dle of the screen, often in 
pairs. You can blast them 
амау--адап, missiles will 
help you here—but they are 
so fast that it's difficult to 
quickly lock in on them. 
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LEVEL 4 


On your mark, get set—go! There 
are no speed-limit signs on this 
road and you won't get a speeding 
ticket, but you will go fast. 


Stay close to the center of 
the screen to increase the 
time you have to react. 
Starting at point “А” is 
the worst threat to your sur- 
vival: the solar flares. These 
flaming arcs start at the sur- 
face and curl a wide path 
through the air. They do 
their job in the wink of an 
eye and leave little space 
on the screen for your safe- 
ty, but their impending 
presence is signalled with a 
small hill of flame on the 
surface. The flare will start 
here and then loop back to 
the left. The safest proce- 
dure is to locate your ship 
either to the right of the 
starting point, to the left of 
it (yes, inside the flare) or at 
the opposite edge of the 
screen from it. The first few 
flares come by themselves, 
but later you'll get groups of 
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Watch out for the webs that grow 
from the sides, or youll be 
smashed. Your best strategy is to 
stay at the bottom center of the 
screen, so you're ready to cut a 
path through. This also serves to 









As with the other Mayors, you must 
fire as many shots into Giga as you 
can, all the while avoiding the mis- 
siles he sends out. Moving around 
the screen a lot, while delaying Gi- 
ga's demise, will spread out his 
shots and give you more breathing 
room. 


\ 
$ 


give you some space between you 
and the red discs that reemerge. 


/ 








three, one after the other. 

The rest of the level fol- 
lows with combinations of 
what we've just described 
— тоге flares, mostly—and 
when you get past two 
more dragons, you're 
almost out. The solar sur- 
face will give way to a black 
screen, then you'll come 
face-to-face with ‘Cruiser 
Tetron." This lizard head is 
perhaps the easiest Mayor 
you'll face, but don't get too 
cocky. Simply dodge his 
puffs of fire breath and lit- 
ter him with shots, and 
you'll find yourself on your 
way to Level 4. 
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Мо speed limit—Level 4 
Okay, take а deep 
breath. Good, now let it out. 
While Level 4 can be taken 
as the one with the least op- 
position in it, it does have a 
section in it that will get 
your blood—as well as your 
onscreen ship—racing. 
When you hit point “B,” put 
on your seat belt because 
you're going for a ride! Тһе 
pace of the scrolling is 
upped to about three times 
the normal rate and the cor- 
ridors are smaller. There 
are also a few globes 
spread out through the sec- 
tion, but they are hard to 
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Blast the three missile installations that face you on the planet s sur- 
face. If you don't, the onslaught of attacking ships may make it hard 
to stay alive! Also, when you hit the next set of surface rocket launch- 
ers, keep moving as much as possible. 
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shoot, so don't bother with 
them. 

The programmers have 
also spread power pods 
throughout this “racetrack, " 
but many are against a wall. 
At this speed, you're better 
off grabbing at the ones 
that are in the open. You 
should also select a single 
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Speed option, to make your 
ship more maneuverable, 
because the weaving path- 
way forces you to change 
direction frequently, lest 
you slam into a wall. Addi- 
tionally, you should try to 
get Lasers; we'll tell you 
why in just a second. 
Here are some hints: If 


you want to get the most 
power pods — Some are 
grouped in threes—you 
should go to the right side 
at each fork. Also, it's wise 
to pause in this area fre- 
quently, glance at where 
you stand option-wise, and 
be ready to pick the option 
you want. At the speed you 


are traveling, it's nearly im- 
possible to maneuver and 
watch your option display at 
the same time without 
careening out of control. 
Do you know what that 
thing that hangs down in 
the back of your throat is? 
(Из the uvula, in case 
you're ever asked again.) 
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Another three curtaining sets of beasts will show up here. Try to suc- 
cessfully get past the first two sets, then hide behind the mountain 
that hangs down from the top to get away from the last set. 
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The falling stalagtites аге hard to stay clear of. И you go as far down 
as you can, it gives you more time to react to their path. Survive this 
and you'll get a chance for more power pods. 
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After things slow down to 
normal, you'll see objects 
that look like that poking out 
from the sides. While it 
takes a lot of shots to des- 
troy them, you're better off 
trying because if you leave 
them untouched, they ex- 
plode and scatter indes- 
tructible silver disks in your 
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The faint-green pillars, such as these here, appear less solid than the 
others you've flown past. Indeed, you can move your ship through them; 
the illusion of a small playfield makes the trip more nerve-racking 
than it actually is. 


path. The Lasers we ад- 
vised you to get are the 
best weapon here, particu- 
larly if you get right up next 
to the bulb and fire. 

The globes, marked on 
the maps as “С,” have а 
weak spot that makes it 
easier for you to destroy 
them. If you stay to the far 
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right оѓ the globe's center, 
you'll be safe from the 
growing webwork. Don't 
feel that you have to get ev- 
ery globe, though. 

The section that looks 
like a rib саде is not as hard 
as it looks, either. If you 
move off the bottom of the 
screen, you're susceptible 


to getting struck by the 
crossfire of beams that 
come out of the blinking 
blue and purple tips. Your 
main opposition comes 
from the bouncing horns. 
They can’t be shot, but they 
are easily evaded by mov- 
ing away from them until 
they hit the bottom and split 
VG 8 CE у MAR/APR У 1989 





into two, then slide over to 
where they first hit. 

The last stage has you 
meeting the Mayor of Lev- 
el 4, an ugly skull named 
Giga, whose eyes track 
your every movement. Ba- 
sically, you have to adopt 
the same strategy as you 
did with Cruiser Tetron at 
the finish of Level 3. Watch 
out for Giga’s eyes be- 
cause they'll dislodge and 
move around the screen, 
and contact with either of 
them will destroy your 
ship—a likely conclusion, 
since they appear from off 
the screen when you least 
expect it. 


Tough stuff—Level 5 

The first challenge in a 
level is usually a tough one: 
In Level 5 a line of crea- 
tures (which we’ve marked 
as “D” on the maps) un- 
folds in your path like a cur- 
tain. To get past them, pick 
one specific row to shoot 
and you'll have a clear spot 
to cruise through when they 
come towards you. If you 
have Lasers, you'll be able 
to get rid of more aliens, 
leaving even more space to 
move. Lasers will also 
break loose some power 
pods when you come to the 
floating asteroids that 
follow. 

Hint: Following this 
asteroid field, there will be 
some items that look like 
bouncing fuzz-balls. Do 
whatever you can to get rid 
of every one of them— 
otherwise they explode into 
a spray of fragments. 

There comes a point, just 
before the end of Level 5, 
where you are confronted 
by three bobbing space- 
ships tossing glowing 
globes at you. № you take 
your time, you'll not only 
get them out of your way, 
but also grab a bunch of 
power. pods. One rule, 
though: Let the pods scroll 
to you, because this keeps 
the maximum distance be- 
tween you and the opposing 
ships. Another hint: If you 
want to get a specific power- 
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Маке sure you follow the instruc- 
tions from the article for this area, 
or else you'll find yourself back in 
Level 4! 









А E.A = жа 


3 T= Wain г 


mmm 
ҮҮ; 


SE 


та 
E 
| 


Е 
LM ите, 
د‎ 


AY Y Ж. 
4 Е. Т a ^. 1 


m y 
c 


mr E: 
T 


ЖА, 
ы аш шй ш. 


" Ld E т, 4 е 
| | T 


"n 
= 


TESE 


$ 


S {{ 


Аы.‏ کک اس ا 
ш;‏ 


nma мре р 


г а ыы == 
ML 


= 


Nox 3 ч E ae it d 


IUE КАЗ КАН КАН So = 












Lh i | |) 
n de. 
t ки | 
n н. 
ки 

Е 

1 z 4 

di 

= |. 


ХЕХ 


«м 









АМ 


Uum mes (e Ж, т i "айы “ЖШ”; 
ч ты ъгли c = г 
ЖИА реч е е on =) bar ХА: ыа. Г". 





uw oni зала 


= 
Aa 


= 


Ф 


Да 






ма 
М ج‎ 


le 4 
тра ант ==й ule 


И 


= 
Жа пада 


се 


+ ы 
[mm нүү, Пила |. 


СХ 


Xm) 


E ESTE 
Ps 






жата, 
ыы ERIT 


"" 


uud mur mm ж 


= ——— 





—. 


- - j ч = = 
PX ш eee, gen 
n PESE, Қым" И Ри м1 Е z н 


T = 1, 1 
Fete LESS 
ы Р? mar агы 


T. 


up here, use the START but- 
ton frequently to freeze the 
action. This makes assess- 
ing your situation much 
safer than in the heat of 
battle. 

The Mayor of Level 5, 
Tutankhamanattack, starts 
off with a threat other than 
the standard firing—you'll 
have your eyeful of that 
soon enough!—because the 
framework around him falls 
apart when he makes his 
appearance. To stay alive, 
stick close to his head until 
some of the bricks on the 
left have fallen, then pick a 
lull to slide back to the left 
until all the bricks have 
dropped. Once Tut ‘comes 
to life,’ you'll have your work 
cut out for you! A circling 
ring оѓ gold пої only creates 
a shield around him, but 
also serves to obscure the 
shots he takes at you. He 
travels back and forth, so try 
to stay in the area with the 
most room to manuever, so 
you can stay clear of the cir- 
cling globes and Tut's shots. 
Take your time and you'll be 
on your way to completing 
your mission. 


Homeward bound—Level 6 

When the background 
turns green, you'll be in 
danger from spraying 
bullets coming from the 
sides. Missiles will, аз al- 
ways, be your best ally in 
this situation. If you don't 
have missiles, try to analyze 
the pattern to find safe 
spots in which to place your 
ship. We've found that stay- 
ing close to the bottom of 
the screen is a good offen- 
sive position. 

In a repeat performance, 
Gradius’ Amkarkhand Heads 
are brought back to do bat- 
tle with us. These statues 
can only be damaged when 
their mouths are open, but 
that’s also the time that 
they fire dangerous rings at 
you. Staying close to the 
mouth, while more risky, 
enables you to get rid of 
them quickly (just as you 
did with the uvula-shaped 
objects in Level 4). 


Watch out for the mixture 
of statues and the bullet 
spray that we just spoke 
of—a deadly combination. 
Finally, this is complicated 
even more by some heads 
moving from the edges of 
the screen and flipping 
face-up, making them im- 
possible to shoot for a 
period. 

After the heads comes 
the most important section. 
Here, you'll face a globe 
with a snake-like creature 
circling it. Just hang loose 
and blast at the snake, 
while avoiding the blue 
blobs he drops. When the 
snake is gone, the screen 
will start scrolling upwards 
again. Here’s the important 
part: Don't let the large 
globe move off the screen 
without blowing up the little, 
pulsing globe inside it. If it 
gets by you, upon your 
completion of Level 6, you'll 
be thrown back to Level 
4—not a very nice reward 
for all that work! 

You'd think that after the 
main requirement for com- 
pleting the game, you'd be 
done. Sorry, but по. First 
you have to negotiate one 
last section—perhaps the 
most difficult of all: piloting 
your craft through tiny 
spaces between pillars that 
seem to slam shut in front 
of you. At first, they leave 
plenty of clearance; but ev- 
егу once іп a while, you 
have Darely enough room to 
get by. The best strategy is 
to stay as far back as you 
can, so you сап see where 
the opening is. To hamper 
that plan, one set of pillars 
close completely (which 
we've marked on the map 
for you, as point “Е”). 

Successfully wending 
your way through Life Force 
rewards you with a distant 
view of Zelos imploding. At 
that time you'll be tossed 
back to Level 1 again, to try 
to better your score and do 
more damage to the forces 
of evil. 

Good luck on your 
mission—and may the Life 
Force be with you! 

VG & CE У MAR/APR У 1989 





Adventures 
in Miracle World, Part 1 


A Strategy Guide to Alex Kidd in Miracle World 


by Clayton Walnum 
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Level 1 - Mount Eternal 





















This is where you'll find your first Power 
Bracelet. Use it to gain super block-busting 
and Monster Bird-slaying power! 


The boxes just below the bird are 
difficult to reach without losing a life. The 
extra coins you'll receive just aren't worth 
the risk. 


You can get a Power Bracelet here. But 
don't punch this box if you've already got 
your bracelet! Н you do, you'll find а Ghost. 


When the Monster Birds are exactly in 
the position shown, you can drop between 
them, grabbing the Money Bag on your way. 
Turn and quickly face the lower Monster 
Bird, though, so you'll be ready to punch him 
put. 


Here's a good place to use a combination 
"run-jump-punch" move. (See the section on 
run-jump-punch elsewhere in this article.) 

cere Peers If you find the right path, you can jump 
to all the platforms here, grabbing all the 
Money Bags and punching all the Star Box- 
es. Hint: Work your way through the plat- 
forms in a clockwise fashion. 

Get these Money Bags by "tapping." 
(See the section on tapping found elsewhere 
in this article.) Punch this box only when you've got 
your escape path cleared. You may meet up 
with a ghost! 

Ünce you get here, you'll have to decide 


' you want the Money Bags on the 
right or the left. You can't have both. 
There's more cash on the left, but you'll 
have to contend with the Monster Bird 






Опсе you move from the Monster Frog's 
area, swim over the Killer Fish (if you ha- 
ven't already punched him out). He =ч 





can't reach you up there. 










(which really isn't very difficult). 

If you punch out the top block here and | 
slip into its place, you'll be safe from both / 
the Monster Frog and the Killer Fish. If you | 
watch the frog's bubbles carefully enough, 
you should be able to punch out the fish. 


Don't bother trying to get this Star Вох.. 
It's too hard to slip by the Poisonous Fish— 
and not worth the risk. 
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Level 3 - Lake Fathom 
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This Question Mark Box contains a free Here's а good place to use your You can easily punch out the Sea 
Alex Kidd! Don't move too far to the right, Teleport Powder. If you do, it'll be easy to Horses, but you can avoid them completely 
or the box will move off the left side of the punch out the Octopus. (Hit him in the face by swimming down the side of the pyramid 
screen, forever out of your reach. a couple of times.) Hint: Once the Octopus is апа across the bottom of the lake. 

gone, the chest will give you a fantastic 

surprise—but you have to know how to get 

и. (See secret answer #2 for the solution.) 







First get the three Star Boxes on the 
bottom left row of the pyramid, and then get 
the ones on the top left. When you've col- 
lected everything from the left side of the 
pyramid, punch your way along the bottom 
row and get the Star Boxes on the right Be of 
side. № you don't follow this pattern, you Сїттїї: y е 
may miss some of the Star Boxes. бе 114 2% š 
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JEN This is the way out. 


You must take a running jump and land 
right on top of the center column of globes. · 
If you go too far off the right side, some of - 
the Money Bags on the left side will move 


off the screen. 

To get at these Star Boxes, you must Again, you must jump from the lower 
leap from the left-hand column and punch column in order to punch out globes and 
out the top globe on the right-hand column. blocks on the higher one. Make sure you 
The other globes on this column can be punch out the globe under the Star Box 
reached by jumping and punching from the first. № you punch the Star Box first, you 


ground. probably won't have time to jump again to 


get the Money Bag. 


The Star Box here can be punched out 
by moving forward using the "tapping" Jump from the lower column to punch 
method. Once it's punched, jump up to get | out the blocks and globes on the higher one. 
the Money Bag. | | | 
| If you punch ош the globe over the 
You will need to have practiced your water, you'll be able to jump easily to the 
jump-punch-grab move to get this Star Box. other side. 
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by. Have Alex wait just above the tentacle 
until it's out of the way; then quickly scoot 
over the Octopus. (Of course, you can try to 
punch out the Octopus, but, unless you still 
have Teleport Powder, that would be a risky 
thing to до.) 


Punch out all the blue globes and the 
Monster Bird. | 


This Octopus is a little tougher to get 


лу зау LIUM CGU we 
т РЕ s - = = z — = = = 





To get past the Killer Fish on the right, 
just swim to the bottom on the lake. When 


you punch through the lower blocks, be pre- 


pared to punch a Poisonous Fish too. 


Another free Alex Kidd! Punch out just 
enough of the globes on the right to allow 
access to the closed off area, but still leav- 
ing yourself with a stepping stone. And 
make sure you punch out the Scorpion too! 


move takes a little practice, but if you spend 
a little time on it, you'll be a master in no 
time. All that is involved is jumping toward 
a rock or box and punching it while you're 
still in the air. К takes timing, but it's not 
too difficult. 

Run, jump and punch: Іп some areas of 
Miracle World, you'll need to reach a lot 
higher than is possible with the standard 
jump-and-punch move. Оп these occasions, 
you should try the run-jump-and-punch 
move, where you get a running start before 
you jump. It's tricky, but it's a required maneu- 
ver if you want to conquer all the locations 
in Miracle World. 

Precision jumps: These jumps aren't really 
any different than regular jumps, except that 


= = - - 








Here's another bonus level not shown in the 
maps. It takes skill to keep from crashing the 
Suisui Speedboat. 





The combination jump and punch is a move you'll 
have to master if you plan to be successful in 
Miracle World. 


your landing point may be only a single block 
wide. Several locations in Miracle World re- 
quire precision jumps, and though they are 
tough on the nerves, they can be mastered. 
Once again, practice is the only secret. Just 
don't forget that the arrow pad can help you 
manuever Alex—even in the air—and that 
the jump button controls the duration of 
Alex's jumps. 

Tapping: Alex Kidd can actually reach lo- 
cations up to two blocks away from him. 
It's easy, of course, to punch rocks or boxes 
that are right next to him, but reaching one 
block further requires the use of "tapping" —if 

(Continued on page 52) 
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YOUR BODY IS A | WEAPON. 

You are Rambo” Special weapons expert. Master of you parachute into enemy terrain. Danger is every- 
the martial arts. Dedicated fighting machine. And where! Watch out for enemy commandos, slithering 
your greatest challenge ever is ahead of you — a snakes and deadly jungle beasts. There's no turning 
deadly rescue mission to free American POWS back as you struggle through the thick jungle brush, 
enslaved in a sweltering jungle prison. raging waterfalls and hostile enemy villages. 
Armed with rocket-propelled arrows, experimental Time is running out. Lives are at stake, And only one 
automatic weapons and a never-say-die attitude, man can possibly survive this mission...you! 
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you want to do it safely. To perform this 
manuever, face Alex in the direction you want 
to punch. When he's standing right on the 
edge of the block, give the arrow controller 
a quick tap in the direction you want him 
to move. He'll creep forward ever so slight- 
ly. Now see if you can reach the target you're 
trying to get. If not, tap the control again. 
Repeat this process until Alex can finally 
reach. You'll be surprised at what great 
balance Alex has. 

Swimming: Mastering underwater move- 
ment in Miracle World presents a real 
challenge. Because Alex tends to always 
float upward, it s very difficult to manuever 
him in a specific direction. Two things can 
help you. If you hold the down arrow оп 
the control pad, Alex will float downward 
as far as he can and then stay there. As 
long as you have the control pad pressed 
down and to the right, or down and to the 
left, you can safely manuever Alex over any 
surface without worrying about his starting 
to float upwards again. 

Also, Alex cannot float through obstruc- 


When you go into the store, make sure 
you buy the Peticopter—and, if you've got 
enough money, buy the Alex Kidd too. Make 
sure you don't let the Peticopter blades 
touch the bottom of a stone or box, or you'll 
lose it. Before you try to grab Money Bags, 
carefully clear the way. 
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Level 5 - Island of St. Nurari 


tions. Therefore, a good way to stabilize Alex's 
movement is to have him swim under some- 






Clearing away extra rocks will help make sure 
that you don't lose your Peticopter prematurely. 


thing solid, which allows Alex to stay in one 
place, much as if he were floating at the 
surface of the water. This is a good method 
for punching out fish. You just wedge in un- 
der a rock and wait for the fish to approach 
you. 
Gathering Points 

Alex Kidd in Miracle World is one of those 

games that can be played using several differ- 


ent strategies. You must ask yourself if you 
are playing only for points, playing to reach 
the goal, or playing a combination strategy: 
trying to reach the end of the game with 
the highest possible score. 

Knowing the strategy you wish to use 
is important. For example, if your only goal 
is to complete the game, then the best ad- 
vice anyone could give you would be to stay 
away from as many of Miracle World's crea- 
tures as possible. It doesn't make sense to 
risk Alex's life by punching out Scorpions 
and Monster birds in an effort to gather a 
few extra points. Points won't help you reach 
the game's conclusion. (ОГ course, some- 
times you have to punch out creatures. It's 
not always avoidable.) 

Оп the other hand, the only way to get 
points in Miracle World is to defeat the ene- 
mies. Punching rocks and Star Boxes wont 
increase your score; only punching the crea- 
tures will do that. However, going after crea- 
tures increases not only your score, but also 
the chances of losing a life. Everything in 
Miracle World is give-and-take. 


Level 6 - The Village of Namui 
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Miracle World contains many “Question 
Mark Boxes, each one containing some sur- 
prise: either a power bracelet, a free Alex 
Kidd or (gasp) a ghost. Unfortunately, you 
cannot always be sure what is in a Ques- 
tion Mark Box, even if you've punched it 
before. Some of these boxes always contain 
the same thing, while others change de- 
pending on what you've done in the game 
and which items you're currently carrying 
in your inventory. For example, the first Ques- 
tion Mark Box in the game always contains 
а power bracelet. But the second Question 
Mark Box may contain either a power brace- 
let or a ghost, depending on whether or not 
you took the power bracelet from the first 
box. 

Because of this unpredictability, it is vir- 
tually impossible to know what every Ques- 
tion Mark Box will contain under every 
circumstance. As you become familiar with 
the game, you will develop patterns of play. 
As long as these patterns of play remain 
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This bonus level is not shown in the maps, but 


it's a great place to gather a lot of cash. 


The Power Bracelet makes it easy to hit dis- 
tant targets. 


consistent, Question Mark Boxes will work 
the same way every time you play. 

However, keep in mind that, while it helps 
you avoid nasty surprises, consistent game 
play may cause you to miss out on some 
good surprises too. If you play the game ex- 
actly the same way every time, you'll never 
know what you may be missing. 

50, because of the impossibility of know- 
ing what is in each Question Mark Box un- 
der every condition, you may find surprises 
that | didn't. You may also find that boxes 


There's a free Alex in this Question 
Mark Box, but you'll need good timing to 
get it. (It's easy if you practice.) 









| have marked on the maps contain different 
items than you expected. l've tried to be 
careful, but this is a complex game. 


If you've been playing Alex Kidd in Mira- 
cle World for a while and are getting tired 


| starting from the beginning every time you 
| lose your last life, I've got a big surprise 


for you. Although it's not mentioned in the 
game's manual, Alex Kidd has a continue 


_ feature! 


If you have at least $400 in your invento- 
ry, try this: when the "Game Over" screen 
appears, tap button #2 eight times while 
holding the control pad in the up direction. 
You'll find yourself at the beginning of the 
level you died on, complete with three new 


| lives. However, you'll also be $400 poorer. 


#1: Choose rock and then scissors. 

Я2: Once the Octopus is gone, if you move 
Alex's stomach back and forth over the top 
of the chest, you'll eventually be transport- 
ed to a secret bonus level. 

$3: Run into the hole from the left, keep- 
ing the right arrow of the controller pad 
pressed down. If you're lucky, after you fall 
down the hole, you'll run to the right, rather 
than falling into the lava. Just keep walking 
to the right to find the secret exit. 

#4: Choose scissors and then paper. 


Іп the May issue of VG&CE, we'll look 
atthe rest of Miracle World—so don't miss it! 
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You've got 30 missions to complete іп the IBM ver- 
sion of Broderbund's Jet Fighter, and you can pick from 
three weapon-filled jets to get you in the air. 


ment software since Bruce Artwick's original 
Microsoft Flight Simulator burst on the scene 
in the early '80s. 

So many flight simulators are available that 
any discussion of the genre must first break them 
into subcategories. For our purposes, we will con- 
sider the following types of flight simulators: pure 
flight, combat, helicopter, hybrid and futuristic. 

This category includes those programs whose 
primary orientation is to reproduce the experience 
of flying an airplane. The most famous exam- 
ples, of course, are the Flight Simulator programs. 

The original Flight Simulator (Microsoft) was 
published exclusively for the IBM PC, but Art- 
wick's own company, subLOGIC, soon produced 
Flight Simulator Il, which was essentially the 
same program, for the C-64, Atari XL and Apple 
|| series. 

For the first time, microcomputer users had 
access to the kind of simulator previously avail- 
able only on mainframe systems and in flight 
schools. The FS programs painstakingly recreated 
flight in a single-engine Piper Cherokee. These 
were followed up with a series of scenery disks 
that allowed armchair pilots to fly around the 
world, landing in airports from New York to Tokyo. 

Though not quite as difficult as actually flying 
a small plane, and not nearly as dangerous, the 
FS programs are scrupulously realistic and re- 





World War Il is the setting for a confrontation with 
the Germans in Ace of Aces by Accolade. 
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quire that the user read the elaborate documen- 
tation. The program also offers multiple-cockpit 
perspectives and impressive graphics. 

SubLOGIC recently brought FS II to the Atari 
ST and Amiga computers, making substantial 
changes and improvements along the way. The 
16-bit versions feature state-of-the-art 3-D graph- 
ics, with external views of the aircraft from both 
the tower and/or a nearby spotter plane. 

Users pilot either a Cessna 182 or go to the 
limit with a Gates Learjet 25G. Weather (clouds, 
fog, winds and turbulence) is introduced as a 
factor with full user-control, along with day/night 
flying and a special technical innovation that al- 
lows multiple players via modem. 

The most recent addition to the FS family is 
the all new version of the original Microsoft Flight 
Simulator for the IBM PC and compatibles. Adapt- 
ed for all graphic formats from CGA to VGA and 
Hercules, this program takes advantage of the 
many innovations that were made in the develop- 
ment of the ST and Amiga versions of FS ||. Spec- 
tacular graphics, pull-down menus, two-player 
modem capability, formation flying and crop- 
duster mode are among the frills available when 
you take up the Cessna 182 or Gates Business 
Jet. 

These programs more or less usurped the 
market for ultrarealistic simulators until Edward 
Lerner and Chuck Yeager collaborated on Chuck 
Yeager' s Advanced Flight Trainer (Electronic Arts) 
in 1987. Advanced Flight Trainer allows users to 
experience test flying, racing, formation flying 
or flight instruction at the hands of the former 
astronaut. 

Stunt flying is another variation on the pure 
simulator. Steve Cartwright and Gene Smith's 
Gee-Bee Air Rally (Activision) strips the visuals 
to the bone, then greatly simplifies the flying 
process in order to recreate the roller-coaster 
thrills of stunt flying. This program uses a pseu- 
do first-person perspective, similar to that seen 
in games like Pole Position, in which the user's 
vehicle actually appears on-screen in the im- 
mediate foreground. 

Aerobatics are also the subject of the aptly 
titled Stunt Flyer (Sierra) from the French design 
house Nice Ideas. Here, players perform their 
stunts from a cockpit perspective, then watch 
as their stunt is replayed in side view, and grad- 
ed for performance. As with Gee-Bee Air Rally, 
however, the graphics are not very impressive 
but the subject can be compelling. ' 

The problem with pure flight simulators is that 
once the user learns to manipulate the aircraft, 
there's a natural desire to exploit that knowledge. 
The FS programs attempt to deal with this weak- 
ness by bombarding the market with scenery 
disks, but after a while, all airports start to look 
alike. 
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Elite by Rainbird, seen here on the Apple ТІ, is a com- 
plex flight simulator that warps you into deep space 
for intergalactic trade so you can upgrade your 
equipment. 


Ironically, the answer to the problem was ac- 
tually offered by Artwick himself. All incarna- 
tions of Flight Simulator since the original 
Microsoft version, include an alternative scenario 
which allows users to pilot a World War | biplane 
in a dogfight and bombing run. Originally includ- 
ed to please younger computer owners who 
bought FS Il, this scenario subsequently spawned 
the biggest of the flight simulator subcategories: 


air-combat games. 
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It turned out that what people wanted to do 
more than anything else, once they learned how 
to fly, was destroy things. They wanted to shoot 
at other planes and watch them fall to the earth 
in flames; they wanted to drop bombs and strafe 
landing strips. And the software publishers of 
the world were only too happy to make that 
dream come to simulated life. We have seen vir- 
tually everything that flies fitted with machine 
guns, bombs and heat-seeking missiles. 

No discussion of combat simulators would be 
complete without a long, hard look at the 
Microprose library. (See “Simulating the Neat 
Stuff" elsewhere in this issue.) Under the direc- 
tion of Sid Meier and “Wild” Bill Stealey, they 
lead the industry in this subcategory. 

Early on, they filled the pipeline with games 
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Mindscape's Captain Blood makes optimum use of 
fractal graphics for an eerie trip through space; Atari 
ST version shown. 
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F-19 STEALTH FIGHTER will turn your PC into the hottest new 
flying machine on today's electronic battlefront. The graphics are 
that vivid ... the animation that smooth ... and the feeling of flight 
that convincing. It's out of sight! | 


But F-19 is no joy ride. Dramatic game play challenges you with 
a lifetime of action. Fight your way through hundreds of missions 
packed into the real-world regions of Libya, the Persian Gulf, the 
North Cape and Central Europe. 
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Combat will dazzle you as never before. In heart-stopping 
dogfights, use TrakCam to lock onto enemy MiGs. Or engage 
TactiVue for an outside perspective that always keeps you 
and your target in sight. 


To be literally out of sight, learn the secrets of stealth flying — 
maintaining a low electromagnetic profile to evade enemy 
radar and mastering the tactics that only a stealth pilot dares 
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180 Lakefront Drive. Hunt Valley. MD 21030 (301) 771-1 
For IBM-PC/XT/AT/PS2/TAND''compatibles. Supports VGA 
MCGA, EGA, ССА and Hercules graphics 
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MocroPr 
if te 


т-ға СЕ m Р te n " Е ч i р = палят 
se Software. Department 115, 180 Lakefront Drive. Hunt Valley. МО 21034 


CIRCLE #121 ON READER SERVICE CARD. 








Pausing, Preis а key to continue 


The Mac 11 version (top) of Electronic Arts’ Chuck 
Yeager's Advanced Flight Trainer features colorful 
graphics, though the C-64 version (bottom) isn't a 
slouch either. 


like Hellcat Ace, Mig Alley Ace and Spitfire Ace. 
Then they produced the classic F-15 Strike Ea- 
gle, the first major air-combat simulator. 
F-15 Strike Eagle sent users out on a series 
of bombing missions aimed at contemporary po- 
litical hotspots. The game combined solid, if un- 
spectacular, graphics with primarily joystick 
control. The keyboard is also used extensively, 
but basic flight commands are accessed through 
the joystick, making the game instantly playable. 
Progress continued with Solo Flight and 
Acrojet. Both featured improved 3-D graphics. 
More recently, Microprose released Project 
Stealth Fighter, which puts the user into the 
cockpit of a secret weapon right out of today's 
headlines, the F-19 COSIR (Covert, Survivable, In 
Weather Reconnaissance/Strike Fighter). State- 
of-the-art graphics, a user-friendly flight system, 
and super scientific weapons and flight aids are 
all part of the package as workstation pilots go 
on a series of crucial missions in North Africa, 
the Persian Gulf, Central Europe and Scandinavia. 
Almost simultaneously, subLOGIC released 
Steve Setzler's Stealth Mission. This, too, put 
users inside the modern Air Force Dream 
Machine in order to elude radar and shoot up 
the place. The graphics are excellent, even oc- 
casionally spectacular, as players choose among 
eight missions to be flown in any of three air- 
craft: F-19 Stealth, X-29 Experimental or the F-14 
Tomcat. 
SubLOGIC had previously entered the world 
of jet fighter combat with Jet, an extraordinary 
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simulation featuring ground and carrier takeoff 
and landings, two kinds of aircraft (Р-18 and F- 
16), dogfights, target strikes, combined mission 
(on the F-16 only) and free flight. 

Several years after the release of the IBM PC 
version, Jet has finally appeared on the Atari 
ST and Amiga. The high-resolution graphics avail- 
able on these computers elevated an already ex- 
cellent program to classic status. 

One of the most unusual combat simulators 
is Strategic Simulations B-24, а game long on 
strategy and tactics and short on flying realism. 
It is the only program in this survey which does 
not feature a cockpit perspective. Instead, users 
learn to fly the cantankerous old crate, with its 
fuel leaks and heavy tail, then lead a formation 
of bombers in any of 19 missions all using an 
overhead viewpoint and extremely spartan 
graphics. 

WWII is also the subject of Dam Busters and 


Ace of Aces (both from Accolade), but both games 


take a much more visual, if not downright 
cinematic, approach to the subject. 

Dam Busters is based on the classic 1954 Brit- 
ish film, starring Richard Todd and Sir Michael 
Redgrave, about a very special bombing run to 
destroy a German dam. The simulation often 
sacrifices game play and realism in favor of dra- 
matic imagery and kinetic excitement. Nonethe- 
less, it produces a sense of pulse-pounding 
excitement as your aircraft races through a 
gauntlet of anti-aircraft fire, eyes fixed on the 
vital target. 

Stuart Easterbrook's visually compelling Ace 
of Aces also relies on the filmic ambiance of 
countless WWII flicks to create its excitement 
as players select guns, bombs and rockets then 
take off to chew up as much of the German war 
machine as possible. There are bombers to be 
shot down, U-Boats to be sunk and supply trains 
to be derailed, but the skies also hold danger 
in the form of the deadly V-1, the dreaded 
Buzzbomb. 

Donald A. Hill Jr. has produced two flight simu- 
lators for the Macintosh, Fokker Triplane Flight 
Simulator and P51 Mustang Flight Simulator (both 
Bullseye Software). The former puts the player 
at the throttle of one of the most famous умаг- 
planes of World War |, while the latter is based 
on an equally celebrated fighter of World War 
|| vintage. 

Fokker Triplane starts with the basics like 
takeoffs and landings, and then advances to 
stunts and aerial combat. The mouse-activated 
control system is exceptionally simple. The player 
steers by moving an on-screen cursor around 
the throttle box with the mouse, and fires with 
the button. 

A minutely detailed control panel and 13 differ- 
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Solo Flight Бу MicroProse was one of the earliest com- 
bat flight simulators on the market; IBM version 
shown. 

ent camera views highlight P57 Mustang. It is 
much more complex than Fokker Triplane. Ex- 
tensive keyboard commands supplement mouse 
control of the plane's stick. P57 Mustang 15 so 
authentic that it is used as an interactive exhibit 
at the Smithsonian Institute. 

Most combat simulators prefer the glitz and 
gadgetry of contemporary aircraft. Along with 
the ever-popular Stealth Fighter, the VTOL (Ver- 
tical TakeOff/Landing) Harrier has also been а 
popular subject for simulation. 

Mirrorsofts Harrier simulation actually ap- 






ActionSoft's Thunderchopper authentically simulates 
the difficulty of helicopter flight on the C-64. 
peared in the U.S. under two different titles. The 
program initially appeared as High Roller (Mind- 
scape) on the C-64/128 and Atari ST, but a 
revamped version was recently released for the 
IBM PC, Amiga and ST as Harrier Combat Simu- 
lator (Mindscape). Both versions use the same 
wraparound cockpit perspective, but the newer 
version boasts greatly improved visuals. 

The Harrier’s most distinctive feature, aside 
from the ability to take off and land vertically, 
is the FOFTRAC (Friend or Foe Tracking Radar), 
a combination map/target display representing 
a 24-mile by 12-mile area. The FOFTRAC dis- 
plays all mountains, enemy aircraft and missiles, 
tanks and their tracks. 

Two new simulators are currently competing 
for the mantle of state-of-the-art Falcon А.Г 
(Spectrum HoloByte) and F/A-18 Interceptor (EA). 


Атадоп, se most 


| decorated Marine, was assigned à 
mission by his commander to 
investigate a strange, monster- 
infested South Pacific island, from 
which no man has ever returned 


alive. 
























With a machine gun 85 his only 
weapon, he took off by plane and 
crash-landed on the island's 
beachhead. 

Amagon, with his unique ability to 
transform into the huge Megagon, 
there begins his mission 10 
become first to conquer the island. 


See and experience the amazing 
adventures of our hero, Amagon!! 


His rescue ship 15 waiting at the 
other side of the island. 


Good Luck! 
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Rainbird's (C-64 version at top, Amiga ver- 
sion at bottom) was so successful that it has spawned 
a sequel, Starglider 2. 


On the IBM AT, Falcon A.T. is the hottest- 
looking EGA simulator in town. Though pretty 
conventional from a flying point of view, its graph- 
ics elevate it way beyond the standard flight 
simulator. Players fly an F-16 Fighting Falcon with 
all the trimmings, including a sophisticated 
weapons system, multiple perspectives, black- 
box flight recorder and head-to-head dogfight 
capability via modem, with awards and commen- 
dations given for an outstanding performance. 
There are 12 missions and five skill levels and 
the lavish color graphics are like nothing you've 
ever seen on an IBM AT. 

On the Amiga, meanwhile, F/A-78 Interceptor 
holds sway. A multiple-mission simulator with 
both training and combat modes, Ғ/А-18 Inter- 
ceptor's graphics are impressive even for the Am- 
іда. К offers the usual multiple viewpoints 
including several with breathtaking external 
camera shots of the user's jet. 


Helicopters 

Helicopters differ from other aircraft in one 
very crucial way: they are inherently unstable. 
While an airplane will glide even without power 
because it is aerodynamic, if a copter is not han- 
dled correctly at all times it will follow its natur- 
al inclination and crash. 

This means that helicopter simulators which 
stress authenticity tend to be considerably more 
difficult than traditional flying programs. Thun- 

(ActionSoft), for example, by Col. John 
Rosenow, USAF (Ret), scrupulously simulates 
helicopter flight to the extent that a practiced 
player would have a pretty good shot at actually 
flying the Hughes 530 MG Defender in real life. 
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However, Thunderchopper does not offer the 
same level of realism in its graphics. 

The same can be said of Super Huey 1 and 
2 (Cosmi). Both present a fairly accurate cockpit 
recreation of wingless flight, but stint on the high- 
quality graphics. 

Kathi B. Tremblay's Tomahawk (Datasoft) is a 
combat-chopper simulation with an easier-to- 
fly play-mechanic and a greater stress on com- 
bat. Users select among three combat missions 
and/or flight training, day or night flight, clear 
or cloudy weather and even wind effects as they 
pilot their AH-64A Apache. 

The finest available combat helicopter simu- 
lator, however, is Gunship (Microprose) by Andy 
Hollis and Arnold Hendrick. As with Jomahawk, 
players pilot the AH-64 Apache, a state-of-the- 
art combat chopper on a series of seven covert, 
rescue and/or search and destroy missions. 
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Gunship combines ease of play with top notch 
3-D graphics to produce a simulation that doesn't 
take hours to get into the air, yet beautifully com- 
municates the experience of helicopter combat. 

Right up there with Gunship is Joe Wofford's 
3-D Helicopter Simulator (Sierra), boasting gor- 
geous color graphics. The scenery is animated 
with moving drawbridges and a rotating radar 
tower, and the program even offers stunning ex- 
ternal views of the aircraft from both the tower 
and an overhead satellite view. 

The program has four modes: flight, target 
practice, combat vs. the computer, and two-player 
combat via modem. Sierra promises scenery 
disks and upgrades for this program. The only 
major drawback is the slow speed at which the 
more complex scenes are animated. Some users 
may be disconcerted by the bright color scheme 
employed for the scenery. Orange and blue build- 
ings and bridges may seem a trifle unrealistic 
at first, but most users should find the overall 
effect quite pleasant. 





Futuristic flight 

The desire to put users behind the controls 
of increasingly sophisticated aircraft quickly led 
to games like Skyfox Гапа / (EA), in which play- 
ers pilot imaginary super-ships on near and far- 
future scenarios. 

In the original Skyfox, users took the titular 
aircraft into a battle against alien forces bent on 
invading Earth. In Skyfox Il: The Cygnus Conflict 
by Dynamix, the action moves into deep space 
where an alien uprising threatens the entire Ter- 
ran Federation. The popularity of the Skyfox 
games is based on the excellent graphics and 
numerous neat features offered by these sci- 
ence-fictional aircrafts. 

In Starglider 1 and 2 (Rainbird) by Argonaut 
Software, players pilot another kind of futuristic 
superjet, the АСАУ (Airborne Ground Attack Ve- 
hicle), and wage a desperate battle set against 
the backdrop of a devastated planet. 

The original Starglider was notable largely for 
its arcade-level action and pseudo-vector line 
graphics, in which all objects appear crystalline. 
These offbeat and entirely spectacular visuals 
gave Starglider a kinetic intensity usually found 
only in coin-op games. Moreover, the game's 
climb and glide flying motif remains among the 
most singular of all flight simulators. 

In the recently released Starglider 2, the line 
graphics were abandoned in favor of a more sub- 
stantial look, but none of the game's juice was 
squeezed out. In this sequel, the user can take 
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The fast-paced thrills of Jet by subLOGIC is seen here 
оп the Amiga (top) and Apple ІІ (bottom). 


his or her AGAV out of a planetary atmosphere 
in order to engage in deep-space dogfights. Once 
again, players battle a real gallery of enemy war 
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Skyfox І: Ты (үлек Седан ВЕБЕ Ato na 
demonstrated on the C-64, features futuristic scenarios 
where you'll face alien opposition. 


machines, some completely indestructible, in a 
futuristic combat simulator that should have spe- 
cial appeal to action fans. 

For players who feel they've seen and done 
it all, who feel flight simulators just don't have 
enough depth, there's Elite (Firebird) by lan Bell 
and David Braben. Perhaps the most complex 
flight simulator ever produced, Elite not only al- 
lows players to zip about the galaxy in their nifty 
Cobra spaceships, but also encourages the user 
to engage in interplanetary trade in order to ac- 
quire the scratch to equip the ship with even 
niftier options and weapons! 

Elite uses a system of line graphics similar, 
but somewhat inferior, to those seen in Star- 
glider. However, its incredible complexity and 
realism more than compensates for any graphic 
sloppiness. There are pirates, space police, cor- 
porate states and anarchic worlds all waiting to 
be contacted and explored in one of the richest 
programs ever produced. 

The major innovation introduced by Brent 
Erickson and Roger and Bruce Carver's Echelon 
(Access) was the use of a new peripheral con- 
troller dubbed the "Lipstik" This science-fiction 





А new combat simulator, Thud Ridge: American Aces 
in Мат by Three-Sixty, takes you into the heat of bat- 
tle in Vietnam. 


flight simulator casts the user as an intergalac- 
tic policeman searching for the base used by 
a group of space pirates. The pirates have been 
picking apart ISF (International Space Federation) 
shipping and mining operations. The user and 
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his trusty C-104 Tomahawk must ferret them out 
and bring them to justice. 

Because all available joystick functions were 
already assigned, it was necessary for the pub- 
lisher to inaugurate another control. Included with 
the program is the Lipstik, a microphone mounted 
on a small headset. This triggers the firing 
mechanism. 

Echelon features attractive graphics, a solid 
adventure context and the thrill of launching 
weapons by simply speaking the word "Fire" 

Lucasfilms' Rescue on Fractalus (Epyx) gives 
a cinematic flair to combat flight simulation. As 
the game begins, the user's ship ts launched from 
a vast mothership, to the accompaniment of 
heroic movie music, reminiscent of John Wil- 
liams Star Wars scores. The ship is soon within 
the atmosphere of the planet Fractalus where 





Epyx's Rescue on Fractalus pits you against the nasty 
Jaggi in Star Wars-like combat. 


five clones. The search for these clones, which 
have been scattered throughout the galaxy, is 
the object of Captain Blood. 

The game's real appeal, however, lies in its 


Mn n eye-popping graphics, inspired by the work of 


TUE 2. 


H.R. Giger, who created the distinctive look of 


Î the film Alien. From the console of Blood's 


E | computer-spaceship, the player makes hyper- 


space jumps, guides a tiny creature called an 


“7 Оогос over the fractal-type surfaces shared by 
EE all planets in the Hydra Galaxy, and can even 
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the enemy aliens, called the Jaggi, have pinned 
down several human pilots after they crash- 
landed on the planet. The player must survive 
a near-constant barrage of anti-aircraft fire from 
the many Jaggi defensive positions hidden on 
the planet's mountainous surface, in order to res- 
cue the downed pilots. 

Hescue on Fractalus was the first entertain- 
ment program to make use of fractal geometry 
in order to create the surface of an entire world. 
This has since become a staple of futuristic flight 
simulators. 

One contemporary game that makes exten- 
sive use of fractals is Phillipe Ulrich and Didier 
Bouchon's Captain Blood, a visual knockout of 
a game in which the player is cast as an alien 
pilot who somehow programs his ship through 
a hyperwarp and has his body broken up into 
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obliterate entire worlds with the flick of a dis- 


ШЕ tinctly alien on-screen finger. 


In addition to science-fictional flight programs, 


T there are also those futuristic simulators based 


on science fact. Steve Kitchen's Space Shuttle: 


Ма | А Journey into Space (Activision) simulates an 


actual shuttle journey from lift-off to rendezvous 
with a satellite, and the return trip home. 
Space Shuttle originally appeared on the Atari 
VCS video-game system, and though the com- 
puter version is greatly enhanced, NASA fans 
might prefer a simulation of more recent vin- 


| tage, Artech Digital's Apollo 18 (Accolade). Sub- 


titled “Mission to the Мооп, Apollo 18 is а 
magnificent recreation of the decade-spanning 





Your gunfire in Echelon by Access is triggered by voice 
command, thanks to the innovative Lipstik headset. 


Project through which man first visited another 
heavenly body. Along the way, the user engages 
in a series of sub-missions, including docking 
the Command Module with the Lunar Module, 
mid-course correction, lunar landing; a moon 
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them in Electronic Arts’ Skyfox /. 


walk, a space walk and, finally, reentry into 
Earth's atmosphere. 

Some games integrate flight simulation into 
a larger context. The best examples are Chris 
Gray's Infiltrator | and Il (Mindscape) and Pecan 
Software's Sundog: Frozen Legacy (FTL/Software 
Heaven). 

Sundog is an action-adventure spanning sever- 
al planets, viewed through several different per- 
spectives. When the player lands on a planet 
апа disembarks from his ship, everything 15 seen 
from overhead. If the player-character enters one 
of the planet's structures, the scene switches 
to a two-thirds view of the interior. 

Inside the player's ship, the Sundog, the game 
again reverts to the two-thirds interior viewpoint 
and the player-character can walk into any of 
several areas, including the control console. 
Walking here invokes the cockpit perspective and 
Sundog becomes a solid flight simulator. 

In Infiltrator, the player is cast as Captain John- 
ny “Jimbo Baby" McGibbits, aka “The Infiltra- 
tor, an expert at penetrating even the securest 
locations. With the help of his Gizmo DHX-1 At- 
tack Chopper, the player-character must fly be- 
hind enemy lines, infiltrate the military group run 





Playing the part of chopper pilot Jimbo Baby McGib- 
bits, you'll go against the dastardly Mad Leader in 
Mindscape's /nfiltrator. 
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“Missiles are armed and we're banking into position 
for battle, Captain." You're in control of Broderbund's 
Jet Fighter on the IBM. 


by the aptly named Mad Leader, and smash his 
organization from within. 

In the sequel, set a few months later, the Mad 
Leader has already reorganized his forces and 
Jimbo Baby is once again called upon to stop 
him. /nfiltrator ЇЇ consists of three missions. In 
each, the player-character must fly the Gizmo 
to a specified position within the Mad Leader's 
installation, accomplish a mission and get out. 
And, as in the original, learning to fly the Gizmo 
is one of the game's major challenges. 


In the world of flight simulators, state-of-the- 
art changes as frequently as New York weather. 
Right now, several new products are about to 
be released which promise to redefine the limits 
of the genre. 

Moses Ma of Velocity, who worked exten- 
sively on FA-18 Interceptor, is about to unleash 
Jet Fighter (Broderbund), a breathtaking tech- 
nological advance for the ІВМ PC and compati- 
bles. Users can fly an F-14 Tomcat, F-16 Fighting 
Falcon or an F/A 18 Hornet on up to 30 missions 
through some of the most gorgeous 3-D scenery 
ever to grace a computer monitor. 

But Jet Fighter's most singular achievement 
is the incredible sensation of speed it produces. 
According to the folks at Velocity, the screen up- 
date and graphic complexity "outperforms the 
competition by up to 300967 

Acme Animations [hud Ridge: American Aces 
in Мат (Three-Sixty) puts the player inside а 
modified Thud (Republic F-105 Thunderchief) 


Ot 


which must run a gauntlet of MIGs, SAMs and 
radar-guided anti-aircraft guns known as Thud 
Ridge, “40 miles of long, green mountains point- 
ing straight at downtown Напоі" 

The objective is the heavily defended Paul 
Doumer Bridge. This promises to be one of the 
year's hottest new combat simulators. The 
graphics are impressive, and the flight system 
leans heavily toward the action formula pioneered 
by MicroProse. 

MicroProse, meanwhile, is preparing yet 
another assault on the Stealth aircraft, Ғ-19 
Stealth Fighter. Though not available for review 
as we went to press, MicroProse design chief 
Sid Meier claims this project is "the culmination 
of everything we've learned about 3-D graphics 
since Gunship—and that's a lot!” 

The fact is, flight simulator features have been 
pretty well standardized over the last few years, 
and the battle now is being fought over visual 
quality and speed of the screen refresh. This bat- 
tle could well eclipse even the toughest mission 
on a combat simulator as the computer techni- 
cians strive to outdo one another in creating 
realistic scenery effects. 

One thing is certain: flight simulators, of all 
kinds, are a healthy part of the software scene 
and are likely to remain so for the foreseeable 
future, to judge from the sheer volume of new 
products within this genre. 

So dust off the cockpit, wrap a silk scarf around 
your neck and power up. The battle to control 
the not-so-friendly skies is just heating up and 
you wouldnt want to miss any of it! 


Air 
Гайс 
Control 
Simulator 






A game? Ur a reflection of a deadly reality? It looks simple— 

just keep every blip on your scope apart as you vector them around for 

approaches and departures. But they keep coming, pushing you to your 

We ‚ And you alone must prevent a dreaded crash between airliners loaded 
ИН passengers. 





In this first ever microcomputer simula- 
Поп of a Terminal Radar Approach 





ET zu CONtro! facility created by a PhD 
Foi o» ATC simulation expert, an FAA 

PAS T | d. R&D manager, and” profes- 
> 4) 9. sional controllers, you'll 
* e enter the inner-sanctum of 


air traffic control. 
АШ; coni 


Handle traffic on a “real” 
ATC radar Scope. Adjust 

tr ч from “по- 
sweat" ight levels to 
a five-o'clock rush. Choose 
“lousy” pilots or “stormy” 
weather to test your skill with 
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FAA insiders compare TRACON 
with million dollar ATC trainers. It 
-gives you a realistic traffic mix from 
ing 747 “heavies” in 
five-control sectors: Los Angeles, 
San Francisco Miami, Chicago, and 
E Boston. Yet no experience is necessary: 
a detailed manual, sample scenarios, and 
an audio cassette demo tape train you in 
ATC procedures and jargon. 
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Simulating the Neat Stuff 
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Conversation 
with 





by 
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orget everything you've ever seen 


before;' Sid Meier is saying. "This 

is the culmination of everything we ve 

learned about 3-D graphics. It's really 
going to knock peoples socks ой.” 

Sid Meier is not just another one 


of the software industry's hypemasters. 
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ations, sure, but the level of anticipation 
is unusual. So when he says that F-19 
Stealth Fighter, the latest in a long and 
distinguished line of simulators from 
MicroProse is"the best thing we've ever 
done,’ you listen. 

When it comes to credibility in the 
field ‘of simulators, only subLOGIC's 
Bruce Artwick belongs in the same ball- 
park as Meier, Since joining forces with 
“Wild” Bill Stealey to start MicroProse 
in 1982, he has created and/or guided 





Mig Alley Ace shows the MicroProse style. 
such projects as F-15 Strike Eagle, Silent 
Service, Gunship, Project: Stealth Fight- 
er and Red Storm Rising, as well as the 
highly innovative Pirates!. 

After graduating from the Universi- 
ty of Michigan as a computer-science 
major, Meier spent seven years in the 
“traditional” computer industry before 
buying an Atari 800 in 1981. “Then a 
light bulb went on in my head and I 
started programming with it. The 800 
was pretty easy to learn, and every 
month the system magazines had new 
secrets, suggested a new hardware 
register or something. I spent a year ex- 
ploring the computer, learning 6502 as- 





Pirates! is a pun that worked. 


sembler and then produced my first 
game” 

The first game was Formula Опе Rac- 
ing from the appropriately tiny Acorn 
Software. It was not a major success, ог 
even a minor опе, but it did lead to a 
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"I had Hellcat Ace done and Bill was 


interested in creating a business. It 
looked as if something was happening 
(in electronic entertainment). The ar- 
cades were doing well and the big com- 
panies were starting to get involved in 
the industry. So we started MicroProse” 

That was six years ago and the rest, 
as they say, is history. Meier initially 
spent a year or so exploring combat 
flight simulators. “Most of the games 
out there at the time were either arcade 
games or board games translated to 
computer, But with the home computer, 
(the user) has more time to get into a 
game and 1 thought flight simulators 
seemed like a natural subject. We saw 
the potential and we blazed a little bit 
a trail,’ he says modestly. 

There was Mig Alley Ace, Spitfire 
Ace, Air Rescue, Solo Flight and Wil- 
Пат Е Denman Jrs Acrojet, each 
representing evolutionary stages in the 
development of the genre. But the big 
breakthrough came with F-15 Strike 
Fagle. 

“We almost gave up on that one,’ Sid 
admits today with an ironic chuckle. “I 
had already done Solo Flight, and we 
had tickled the edges of mainstream 
success—it actually beat Flight Simula- 
tor IT onto the Atari 800 by three 
months—but 2-15 was the break- 
through into respectability.’ 

F-15 was not a "pure" simulator, like 
subLOGIC's Flight Simulator II. For 
one thing, it was a game that any com- 
puterist could pick up and play right 
out of the box. Though the program 
was packed with exotic features, it didn't 
take any special knowledge to get the 


` plane in the air. In fact, takeoffs and 


landings were not even part of the 
game! 

“We only simulate the neat stuff,’ Sid 
explains. And of the game's user- 
friendliness, he says: "If the real fun in 
a game comes after the third hour, you 
must at least hint at the potential early 
on to draw the player in. Each time you 
play you should discover something 
new that builds on the experience. Peo- 
ples time is valuable; games must be 
fun from the beginning. 

“F-15 established MicroProse as а 
major player in the software industry, 
if not in terms of quantity of titles, then 
certainly in terms of quality We ex- 


audience We weren't going to sugar- 
coat it; it felt like a flight simulator, but 
it was to be riding around in this 
25-million-dollar plane” 

The game keyed into what became 
the MicroProse style. “The players are 
the stars; they’re the heroes. The simu- 
lation makes them feel good. 'Educa- 
tional' is a dirty word in this industry, 
but a good simulation makes people 
learn more about their capabilties.” 

F-15 also experienced a synergistic 
fallout from subLOGIC's enormously 





Нейса! Ace was an impressive demonstration to Bill 
Stealey of Meier's game-programming talents, and so 
they "started MicroProse.” 

successful Flight Simulator programs. 
"Ihe idea was: now that you've learned 
to fly a plane, heres something neat you 
can do with it” 

Next, the company began looking at 
other types of simulators for subject 
matter. Andy Hollis and Arnold Hen- 
dricks's Gunship and Meier's own Silent 
Service explored helicopter and subma- 
rine combat, respectively. Meanwhile, 
Jim Synoski and Arnold Hendrick 
returned MicroProse to its roots with 





As seen on the IBM SASS “Ж 
state-of-the-art flight simulation. 


Project: Stealth Fighter, a VTOL simu- 
lation. 

Instead of a battleship, biplane or 
tank simulation, he produced Pirates!, 
a menu-driven game with elements of 
adventure, role-playing and action- 


Arcade 
adventure 
at its 

Fast-paced, exciting 
combat demands the 
use of all your wits 
and endurance to best 
a world teeming with 
assassins, wizards 
| and monsters. Ехре- 
rience captivating graphics of an unprecedented cal- 
ibre. Relentless opponents will hone your combat 
skills to a razor's edge. A simple yet powerful menu 
and icon interface provides effortless interaction with 
the world and its people, while the incredibly smooth 
| animation 
presents a 
continuous 
panorama of 
action and 

adventure. 
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for control of the 
realm. The stakes 
are high; your role 
as Ше hero-for-hire 
requires all the cour- 
age and savvy you 
can muster. Your 
quest for truth will 
teach you much of 
the distinction be- 
tween appearances 
and reality. Magic 
and intrigue com- 
bined with finely 
crafted game-play 
bring you the best 
of fantasy in... 
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* Stunning graphics and animation 
* Fast-paced combat action 

* Dynamic conversations 
* Compelling plot 
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combat contests. It was a bold gamble 
and one not many publishers would 
have taken. But Sid was helpless: it was 
such a fabulous idea, after all! 

"I enjoy writing games,’ he explains, 


"but I can't write the same game over 
and over. People were looking for some- 
thing new and I looked at what was out 
there. The adventures and role-playing 
games had lots of possibilities, but 





Gunship explores helicopter combat. 
werent quite what I wanted to do. I 
came up with another kind of game 
that would use menus, and the player 
makes the decisions and controls his 
fate. We created a world. It was a gran- 
diose plan, and it's halfway or maybe 
two-thirds there. As we got near the end, 
I knew we had something. It had that 
quality where you could pick it up and 
play it. It was unique. It was an ex- 
periment.’ 

It isn't always easy to be innovative. 
“We had trouble positioning it even wi- 
thin our own company. I don't know if 
we have yet. It's one of our most success- 





Solo Flight, seen here on the IBM PC, beat Flight Sime 
lator 11 to the market by three months. 


ful products, but who's buying it? Is it 
the adventure fans? The simulation 
fans? My impression is that it's a little 
bit of everything. We kind of said: 
Here's a neat product, let's run it up the 
flagpole” 

The success of Pirates! virtually 
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guarantees more products using this 
format. “I think this approach can deal 
with a lot of subjects,’ Sid says. “We've 
even taken some of the elements from 
Pirates! and brought them to our simu- 
lations, like winning the medal in Gun- 
ship.’ But although it moved in new 
directions, Pirates! maintained the 
MicroProse style. “We glossed over the 
less exciting elements,” he admits. 
“Simulations present a filtered version 
of reality, and we only deal with the 
neat stuff. We're just finding where the 
fun lies” 

The search to find the fun has recent- 
ly taken MicroProseback to more tradi- 
tional subject matter, but with a spin. 
First came Red Storm Rising, based on 
Tom Clancy and Larry Bond's novelis- 
tic exploration of state-of-the-art subma- 
rine warfare. 

“This was a very interesting project 
and it was the first time we worked with 
a licensed property. I spent a lot of time 
with Tom Clancy and Larry Bond, 
focusing on the elements of the book 
that would be interesting (in a com- 
puter game). 

"Modern submarine combat can be 
very abstract, like a chess game. This 15 
definitely not Silent Service with bet- 
ter graphics.” 

Many critics have, in fact, dubbed it 
too cool, claiming that the high tech 
takes all the humanity and excitement 
out of the experience and renders the 
simulation sterile. "Cool?" Sid asks. 
“Well, without the action track, it would 
be downright cold. But you take the sit- 
uation you find, and you do whatever 
you can with it. There's ап awful lot in 
this game, things well all have to deal 
with over the next ten years: How is the 
ocean structured? How do we stand ver- 
sus the Russians? Should we build the 
Sea Wolf submarine? 

"What is the prize at the bottom of 
the box?" he asks. “This product is tar- 
geted to the user who can really get into 
a game. Well see how far people are 
willing to go” 

The next trip well be taking courte- 
sy of the Meier mind will be on Е-19 
Stealth Fighter, the simulation Sid was 
ballyhooing at the beginning of this ar- 
ticle. Sid is so confident about this 
project, he doesn't even seem much 
concerned about the plethora of previ- 
ous simulations (including MicroProses 
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own Project: Stealth Mission) with simi- 
lar titles. 

“Г think MicroProse fans will check 
out any new combat flight simulator we 
do, and they won't be disappointed with 
this опе. Everything we've learned 
about 3-D graphics since Sunship—and 
that’s a lot—went into this game. In 
some ways, it’s like a cross between F-15 
and Silent Service in that it’s easy to 





The creation of Conflict in Vietnam was aided by a 
programming system created by Meier. 

play but it has a lot of depth. It’s a play- 
ег game.’ 

MicroProse games do seem to possess 
a unique insight into the mind of the 
typical computer gamer. “We really, 
truly enjoy this kind of product and we 
play them. That's crucial. Some compa- 
nies try to duplicate our look, but if 
you're not into the product, you're just 
guessing at what's neat about it” 

Guessing what's neat about a game, 
or an idea, has never been a problem 
for Sid Meier. Не has a game player's 
instinct and the intention to remain in 





Based on the book of the same name, Red Storm Ris- 
ing delves into the world of submarine warfare. 


this industry for a good, long while. 

“We're not just building a company, 
we're trying to help build an industry. 
The more people who walk out of a 
store and are happy with the product 
they've bought, the longer we'll all be 
around.” 


ENCOUNTER HIGH 
SPEED ACTION IN 
АМ INTELLIGENT 
GAME OF TACTICAL 
WARFARE. 


THE TIME: The 22nd Century. 
THE PLACE: 64 islands in the 
Southern Ocean. 

THE PROBLEM: A worldwide en- 
ergy crisis. 

THE MISSION: Gain control of 
the islands, set up centers to mine, 
recycle and produce materials to 
form a large network of power 
plants. 

JUST ONE MORE PROBLEM: 
Enemy terrorists are destroying 
the islands. . .one by one. 




















FAST-PACED ARCADE AC- 
TION: You are in control of up to 
4 aircraft and 4 amphibious vehi- 
cles simultaneously. Capture 
enemy islands and destroy its 
forces. 

STRATEGIC TACTICAL WAR- 
FARE: Conduct war maneuvers in 
a huge territory that includes over 
60 islands. Protect your ship with 
defense drones and 360-degree 
turret mounted laser cannon with 
telephoto tracking. 
SENSATIONAL GRAPHICS: 
Three-dimensional solid filled 
graphics, smooth scrolling, fabu- 
lous sound and special effects. 
ADDICTIVE, HOURS OF PLAY: 
Your choice of action game or 
tion provides hours and hours of ex- 
traordinary adventure! 
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Writer, editor, lecturer апа дате design- 
er Arnie Katz knows the field from every 
perspective. Each issue, his column gives 
readers an inside look at the world of 
video and computer gaming. 


` ournalists toil in obscurity. Their 
words are known, but they seldom 
strut across the media stage. Most 
readers barely notice the names on arti- 
cles, and those who do alertly check by- 
lines сап! identify their favorite writers 
when they pass them on the street. Peo- 
ple in my apartment building see me on 
the way to a magazine office in a busi- 
ness suit and peg me as a lawyer or 
copier-supplies salesman. 

So when | added the career of game 
design to my resume, | was unprepared 
for people's big reactions. Suddenly, they 
began treating me like something more 
than just an ink-stained wretch. | was a 
Man of Respect, a semi-potential, minor- 
league superstar! 

Back in the late 1970s, every 
newspaper, magazine and television 
news show featured stories about the ins- 
tant millionaires of the video-game world. 
The stories had minor variations, but the 
essence remained the same. A big- 
brained nerd emerges from his bedroom 
fortress to design a cartridge and em- 
barks on Silicon Valley's version of 
"Lifestyles of the Rich and Famous." The 
media portrayed the scene as a high- 
tech version of “Тһе Beverly Hillbillies” 
with over-educated ingenues careening 
down the fast lane in their Mercedes 
sedans. 

It was a great story, and the public 
devoured it eagerly. It had all the things 
folks love to read on tabloid pages. So 
the image fixed itself in the American 
consciousness. To most, designing a 
video game ranked second only to win- 
ning the lottery as a prescription for in- 
stant, fantastic wealth. 

There was also some truth to feed the 
legends. Atari designers collected six- 
figure checks for titles which lost millions 
for the company; computer designers 
funded whole companies on the strength 
of one solid hit, and conspicuous con- 
sumption made some garish headlines. 
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By Arnie Katz 


Unfortunately, the money train doesn't 
stop here any more. Instant wealth is a 
remarkable exception, not a standard oc- 
currence. 

Very few designers have earned royal- 
ties on sales of 500,000 or more units 
worldwide. That can be worth several 
hundred thousand dollars or more, de- 
pending on the terms of the contract. 
However, the average professional 
designer earns less than $40,000 per 
year, and there aren't that many full- 
timers. Even the $40,000 figure is decep- 
tive, because it includes income derived 
from doing something—such as 
programming, documentation or 
direction—in addition to the design 
specifications on projects. 

The nature of the electronic-gaming 
business has changed radically since the 
early 1980s boom years. These changes 
have had a tremendous economic im- 
pact on computer-game designers. 
Some of the most important changes 
are: 

—Сатез used to be created by one 
person, a jack-of-all-trades who did 
everything from concept to soundtrack. 
Now most are executed by teams of 
specialists, something like a томе- 
production unit. This divides the royalty 
into many more, smaller shares. 

—Unit sales for video games reached 
several million cartridges a title. By way 
of contrast, the Software Publishers As- 
sociation awards a Silver Disk to any 
computer program which sells 50,000 
units. This cuts the royalty base to a frac- 
tion of its former size. 

--Рігасу, never a factor in the video- 
game field, accounts for three illegal co- 
pies for every legitimate one. 

--СотреШіоп for work among in- 
dependent design houses has forced the 
prices paid for software down in a buy- 
er's market. 

—Other countries, especially Great 
Britain, have become fertile sources for 
cheap programs. Games from England 
cost publishers less than those devel- 
oped domestically, and they are finished 
products, not works in progress. 

These points are all worthy of fuller 
treatment, and future installments of “Іп- 


Designers: Get Rich Quick? 


side Gaming” will do so. What is impor- 
tant at this juncture is their combined 
effect, which is to reduce the amount of 
advance money and lower the royalty 
percentage that a designer can expect. 

By this time, those of you who have 
gotten over the disappointment of not 
getting a ride in my nonexistent Rolls 
Royce stretch limo are probably wonder- 
ing how much a designer makes and 
how hard they have to work for it. Let's 
look at some of the figures. 

The first thing the designer must do is 
interest a publisher (preferably one not 
on the verge of bankruptcy) in an idea for 
a game. Publishers are a conservative 
lot, so this isn't easy. 

The traditional way to present an idea 
is a short document accompanied by a 
non-interactive demonstration on either 
computer disk or video cassette. This is 
the method still favored by independent 
development houses. 

Submitting a demo has good and bad 
points. It gives prospective buyers some- 
thing concrete to evaluate. A demo tape 
or disk also serves as a sample of the de- 
sign house's overall ability. 

On the negative side, each demonstra- 
tion represents, a considerable invest- 
ment in time and money. Тһе cost of 
preparing extensive demos for games 
that don't sell, or which go to a budget 
software company for a pittance, are non- 
recuperable expenses. A design house 
with a current major hit won't have many 
still-born projects, but misses generally 
outnumber sales by a disquietingly large 
margin. 

Reliance on demos has another pitfall. 
A company sometimes pressures a de- 
sign house into doing progressively more 
detailed presentations, dangling the car- 
rot that ‘‘it looks good, but | need to see 
more before | buy.” What they want is the 
same degree of certainty they feel when 
they judge a finished European title. It 
can add up to a lot of work without any 
guarantee of compensation. 

If all the additional work leads to a via- 
ble project, everyone is happy. If the 
potential purchaser sends the tape back 
with a short note that says, ''It's wonder- 
ful, but we just don't think it fits with the 


rest of our line, the епог | 
wasted. The more а design house сиз- 
tomizes a concept to fit the desires of a 
particular company, the less likely it will 
excite a rival outfit. More than one design 
group has sunk heavy dollars into 
proposals for games which never saw 
the inside of a disk drive. 

Design boutiques, like our own Sub- 
way Software, which function as only one 
component of the total project, write six- 
page proposals. The document outlines 
the idea and discusses the graphics, 
user interface, special features and play- 
mechanic. 

Some software executives can't make 
the leap of imagination from a written 
description to a mental picture of the 
completed game. This doesn't help the 
ratio of sales to duds. 

Subway Software has about seven 
proposals sitting in our files for every one 
bought for development. As with the de- 
sign houses, there is sometimes pres- 
sure to "flesh out" a proposal so the 
software company has more information 
to guide the buying decision. A 20-page 
document can easily take two weeks to 
write. 

The government, in its wisdom, recent- 
ly changed the tax law so that expenses 
incurred by unsuccessful projects are no 
longer balanced against total income. So, 
each failure is a 100% loss. 

Sooner or later, the demo disk or writ- 
ten proposal may find a sympathetic ear. 
Then comes contract negotiation. This 
teaches the designer that sympathy and 
generosity do not always dwell side by 
side in the same heart. 

Software publishers take a risk every 
time they buy a program. They’re betting 
that they can spend less to develop, 
package, distribute and market the title 
than it will earn in sales. Keeping risk wi- 
thin acceptable limits is simply good bus- 
iness practice. 

Financial conservatism has its greatest 
impact on the advance. This is the 
money which pays the rent and buys 
food for the designer during the develop- 
ment process. The publisher recoups all 
of the advance from royalties. 

The advance is usually divided into 
three, four or five payments triggered by 
completion of production milestones, The 
designer gets some money for signing 
the contract, but the last payment doesn't 
arrive until the game hits the stores. This 
keeps the designer interested in the 
project until it is done. 

The size of the advance depends 
largely on the development budget. This, 
in turn, is based on an estimate of poten- 
tial sales. A designer gets 10% to 25% 
of the creative budget, depending on the 
complexity of the game. 

It costs $30,000 to $40,000 to program 
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puter such as the Amiga. The designer 
would probably get $5,000 to $10,000. 
The length of the development cycle 
varies wildly, but a safe guess is that a 
designer puts in about three months of 
work on a game from concept to disk. 
That puts the designer's income between 
$1,600 to $3,300 a month or $19,200 to 
$39,600 a year. That assumes no idle 
time between projects. 

But what about royalties, tne golden 
treasure at the end of the software rain- 
bow? For designers, it is 2% to 6% of the 
publisher's net. The percentage starts 
low and increases if the title attains 
preset unit sales goals. The top royalty 
may not kick in until 200,000 copies on 
some games, though most publishers 
bump it at 100,000 copies, the equivalent 
of an SPA Gold Disk. Net income 
represents the money actually received 
by the publisher, minus expenses. It 
generally runs less than half of the total 
retail sales volume. 

Alas, it takes quite a while to earn back 
the advance. Many games do not show 
a paper profit once the publisher sub- 
tracts overhead and other costs from the 
gross revenue. For example, if an enter- 
tainment software program retailing for 
$39.95 sells 50,000 units—an excellent 
total—its author might make $10,000 
above the original advance. This bounty 
would be split into several hunks spread 
over the two-year period after its debut. 

Some projects earn very nice royalties, 
but a designer often gets little beyond the 
advance. Wise game inventors do not 
spend royalty money before the check 
plops into the mailbox. 

So a successful, full-time designer can 
make a decent living from creating 
games. After the first couple of years, 
when royalties start to supplement the 
advance money, a good designer could 
expect to earn $50,000 or so. 

That buys the necessities, and some 
of the luxuries, of life, but it doesn’t vault 
anyone into Trump’s tax bracket. Com- 
pare it with the yearly incomes of folks 
with comparable education and job ex- 
perience to put it in perspective. 

Don't get the wrong idea. Concocting 
computer games is satisfying and 
reasonably profitable. No one should 
sing the blues over the economic plight 
of "downtrodden" designers. The suc- 
cessful ones aren't missing any meals or 
even postponing them. 

By the same token, few game authors 
have summer homes in Hyannis. My ego 
laps up the newfound deferential treat- 
ment, but it's hard to keep from blush- 
ing when І explain that my yacht is in dry 
dock, the Ferrari is getting new seat 
covers, and the plane is having its wings 
waxed. 
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Protects Nintendo" 
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| Nintendo® game paks 
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The Game Doctor Waxes Philosophical 


by The Game Doctor 


Questions, questions, questions. 
They're my stock in trade, the life 
blood of the medical gaming 
profession. For almost a decade, 
I've done my best to answer any 
and all questions on the electronic- 
gaming phenomenon. Topics have 
ranged far and wide, from the е!- 
fects of maze-chase games on the 
minds of impressionable youth, to 
what to do when a joystick stiffens. 

All this rumination was inspired 
when a patient asked me recently 
if there were any kinds of questions 
I didn't answer. 

My immediate response, of 
course, was that The Game Doctor, 
ever faithful to his sacred trust, 
would never deny information to a 
petitioner, no matter how deluded 
or downright dumb. 

Then I realized that there actual- 
ly are questions which will go un- 
answered in these pages. There are 
indeed letters which are no sooner 
read than they're wadded into a 
ball and skyhooked through the 
hoop of the Accolade Fast Break 
backboard which rests atop my 
wastebasket. 

The Game Doctor will not answer 
the following kinds of questions: 

1) Requests for specific, situation- 
al hints іп adventure games. 

This is not one of the subjects we 
study in Medical Gaming School. In 
fact, there is some thought that it is, 
in fact, unethical for a game doc- 
tor to provide such information 
since it detracts from the enjoyment 
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of other gamers who deserve a fair 
shot at solving the puzzle legiti- 
mately. 

I myself have no such moral 
qualms, but feel that publishers 
spend good money to produce hint 
books which deal with specific 
problems іп a well-thought-out 
manner. Moreover, VG&CE is now 
it from The Game Doctor to infringe 
on another man's specialty! 

2) Technical or programming 
questions. 

This is a general-interest publica- 
tion and not the appropriate place 
for me to dazzle you with my com- 
putorial expertise. 

3) "Which is belter?” questions aT- 
rive regularly on my desk апа 
while these are not immediately 
Jettisoned, will never be answered 
in the way the petitioner wants. 

Video games are not better than 
computer games; computer garnes 
are not better than coin-ops; а 
Macintosh is not better than a Nin- 
tendo Entertainment System; a 
mouse 15 not better than a joystick. 
These спе all value judgments 
which beg а further question: 
"What is it the user is looking for in 
the product?” 

Is the potential customer а 
10-year-old male arcade-game 
freak? If so, he will probably prefer 
a video-game system to, say, a Tan- 
dy 1000. This is not to say that there 
are no good action arcade games 
available on the IBM PC clones. 


There are. 

On the other hand, if the user has 
сп interest in computers and their 
many utiliies—word processing, 
databases, spreadsheets, desktop 
publishing—and enjoys a wide 
variety of games, then the IBM PC 
and its clones make more sense. 

There are also such variables as 
price, available software and ac- 
cess to repairs. In short, not even 
The Game Doctor can tell you that 
A is better than B. If you tell me 
what you're looking for, however, I 
cam help guide you to a system that 
best suits those needs. 

Here are a few sample questions, 
then, which should serve as guide- 
lines in making similar inquiries: 


Ө: I’m interested in buying а 
computer. I won’t say price is no 
object, but it isn’t a primary factor. 
I would like to keep the costs un- 
der $2,000, however. I'm а musi- 
cian and my main requirement is 
a system with MIDI capability. I 
also like games, especially ar- 


A: While there are MIDI interfaces 
available for virtually all popular 
home computers (including a new 
one for IBM PC and clones), these 
interfaces are expensive and often 
clumsy. The only system with a 
built-in MIDI port is the Atari ST. 

Тһе Акш ST has become the 
computer of choice in many large 
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and small studios throughout the 
music industry. The ST also features 
an impressive library of action 
games and an adequate sports 
library. 

The downside of this computer is 
its failure to capture a significant 
portion of the U.S. market since its 
release. As a result, many publish- 
ers produce only a limited number 
of titles for it or, worse yet, don't sup- 
port it at all. 

In my opinion, the single biggest 
problem with the ST is the lack of 
repair outlets and the difficulty even 
the authorized repair people have 
in obtaining replacement parts. 

Wnhile it does not feature a MIDI 
port, the Macintosh is also widely 
used in the music business. It is, 
however, twice as expensive as the 
SI and features a black-and-white 
monitor so very little action or sports 
software is available for the Мас. 

summing up, if you have access 
to a repair station, your needs will 
probably be best served by an 
Atari ST, the cost of which is also 
well below your proposed financial 
high end. 


d nepotem IM adven- 


Bard's Tale, the Infocom games 
and The Pawn, but for some rea- 
son, I can't seem to relate to them 
(the games, not my friends). I’m 
not stupid. I get good grades, and 
while I. don't mean to boast, I 
know I'm a lot smarter than some 
of my friends who just breeze 
through these games. What's 
wrong with me? Am I learning dis- 
abled or something? 


A: There, there (note the subtle 
use of my best computer-side man- 
ner to calm the patient). Don't up- 
set yourself. In many ways, these 
games are a leamed skill. The 
more you play, the more you think 
in the manner required. 
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Has it ever occurred to you that 
adventures are simply not your 
kind of game? Not everyone is go- 
ing to enjoy every kind of software, 
after all. 

If, however, you feel the need to 
become a better adventurer, I 
would prescribe one of the ICOM 
simulations adventures: Shadow- 
gate, The Uninvited or Deja Vu. 
These games employ a point-and- 
click interface in which the user 
simply points to an on-screen ob- 
ject, then clicks on the appropriate 
command to manipulate or exa- 
mine the object. There is no need 
to memorize elaborate spells or 
guess which word the programmer 
had in mind in order to execute a 
command. 

If you enjoy interpersonal en- 
counters within your adventures, 
however, the ICOM games come 
up short. There are numerous ad- 
ventures written on a less challeng- 
ing level. These play up the 
experiential elements of the game 
rather than puzzle-solving, such as 
the two most recent Star Trek ad- 
ventures from Simon & Schuster: the 
action-adventure is Rebel Universe 
and the illustrated adventure is 
called First Contact. Both should 
prove very accessible even to 
novice adventurers. 


&: I bought a computer almost 
ten years ago, and if you'd told me 
back then that a decade later nine 
out of ten of my friends, family and 
associates would still not own a 
micro, I wouldn't have believed 
you. But it's true! What's wrong 
with people, Doc? Why haven't 
come as commonplace on the 

—Phil Lewis, Brooklyn 

There's nothing wrong with the 
people, Phil. If there's blame to be 
placed, lay it squarely on the 
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heads of the hardware manufac- 
turers themselves. 

At the start of this decade, com- 
puters were owned exclusively by 
hobbyisis and hackers. In an аі- 
tempt to atiain higher levels of mar- 
ket penetration, the hardware folks 
hit the TV airwaves with commer- 
cials designed to sell us on the vir- 
tues of the computer age. They told 
us how we could leam Spanish, 
store recipes and balance the 
checkbook. Sometimes, shame- 
facedly, they would hint that 
maybe, just maybe, there was even 
some, er.. .fun...to be had with 
these futuristic gizmos. 

For some reason, people did not 
rush right out to spend a thousand 
bucks on а machine that could 
store recipes. They could balance 
their checkbook with а fifty-cent 
pen and a five-buck calculator, 
thank you, and the mass market 
has proved surprisingly resistant to 
leaming foreign languages. 

This failure to market computers 
intelligently continues right up to 
the present. Apple spends a couple 
of million dollars every year to run 
an artistic award-winning ad dur- 
ing the Super Bowl. Somehow, 
though, I doubt these pretentious 
one-shots sell a lot of computers to 
Middle America. Even in its more 
conventional spots, Apple crows 
about how its computers can be 
used to tum the lights off in an office 
building while the typical non-user 
catches a few winks, knowing he 
can manage this chore with a light 
switch. 

Basically, the hardware manu- 
facturers have never presented the 
American public with a viable rea- 
son for buying a computer and un- 
til they do, the growth rate will 
continue to be sluggish. 


So what's on your mind, pilgrim? 
send your questions to: The Game 
Doctor, P. O. Box 020541, Brooklyn, 
NY 11202-0012. 


Ш ATARI ST 
Ш AMIGA 
ШІБМ 


Coming soon: 


Ш С-64/128 


OFFICIAL 


How to Order: _ 

Visit your retailer or call 1-800-245-4525. 

To receive 55175 complete product catalog, 
please спою: 551, 1046 М. Rengstorti 
Avenue, Mountain View, СА 94045. 


Look for POOL OF RADIANCE, an АП ЖП" 
Fantasy Role-Playing Epic set in the 
FORGOTTEN REALMS” пате world. 
Available now for C-64/128 and IBM. 
Coming in 1989: ATARI ST, AMIGA, 
APPLE П G5 and APPLE П. 


8! 4 ч 
Ж өр ADVANCED DUNGEONS & DRAGONS, АГ, РОНООТТЕН 


| 1 | Да REALMS, DRAGORLANCE and the TSA logo аге trademarks owned 
"* by and used under license from TSR. inc. С1988 ТХК, Inc. 
©1988 Strategic Simulations, Inc. All rights reserved. 
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630 W. Willow Street 
Long Baach, California 90806 
1.213-424.3180 







Accolade % е Activison 
Avalon Hill Microcumputer Games 
Electronic Arts е EPYX 
Garde Games of Distinction 
Infocom % Krentek 
Lance Haffner Games 
Microprose 
Mindscape е Muse 
Omnitrend е Origin Systems Inc. 
Penquin е Sierra On Line 
Simulations Canada • Sir-Tech 
Strategic Simulations Inc. (551) 
strategic Studies Group (SSG) 
Mail-Order Specials 
20%-60% Off on Selected Items 
Send for Our Free 
"Software Special" Discount Catalog 

Attention Dept: УСС 


In California Call: 
1-800-445-7381 
Outside California Call: 


| 1-800-223-9833 
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PAPER MAYHEM| 


“Тһе Informative PBM Magazine ` 
Having a hard lime getting enough 
players together for your favorite role play- 

| ing or boardgame? Eliminate this problem 
by joining the world of play-by-mail gaming. 
Subscribe to PAPER MAYHEM and 
discover the world of play-by-mail (PBM) 

| gaming. Virtually every facet of PBM gam- 
| Ing is covered by PAPER MAYHEM: Fan- 
lasy, science fiction, historical, and sports. 


Each bimonthly issue brings you the latest | 


on various PBM games in the forms ol 
reviews and articles. 

Also in PAPER MAYHEM, you learn 
about what the PBM companies are doing 
by reading our Gameline section. Plus, in 
our PBM Activity Corner section, you can 
see whal is happening in the current PBM 
games that are running. 


PAPER MAYHEM has been publishing 
news about the PBM games and com- 
panies since 1983. We have improved and 
expanded to keep up with this ever popular 
activity of PBM gaming. 

So why delay and miss out on all the fun? 
| Read PAPER MAYHEM and take advan- 
| tage of PBM gaming. 

SEND SUBSCRIPTIONS TO: PAPER MAYHEM (DEPT VE) 
1518 Adams St, Обажа, Û 
51350-4784 
SUBSCRIPTIONS: 1 year $20.25 
2 years $35.10 
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his month we introduce a new column to VG&CE, where 
we'll pass on little hidden tidbits of information (thus, the 
name “Easter Eggs") that you wouldn't normally discover 
br айға ронан а ой couch as hou to gel muta lere, 
selecting particular levels and other interesting situations. We'll 
also use this section to pass on the tips that you write in with. 
If you have a hint you want us to relay to our readers, address it 
to VG&CE, 9171 Wilshire Blvd., Suite 300, Beverly Hills, CA 90210, 
ATTN: Easter Egg Hunt. The author of each new tip we use will 
receive $10. Be sure to include your name and address! 
Here's a key to the abbreviations: 


| = Left U = Up В = "B" button 
В = Right О = Down A = “А” button 








Spy Hunter 
(Sunsoft for the NES) 

To start the game with all of 
the weapons, hold down the “А” 
button, the “В” button, the 
SELECT button and hit START. 
This only lasts until your first car 
crashes, but will put you well on 
your way! 








Sega Master Sys- 
tem owners! 





Sega has put a "freebie" 
game in their console called 
Snail Maze, that doesn't require 


a game card or cartridge to 
work. Here's how to start it up: 
Remove all cards and cartridges 
from the console and plug con- 
troller into Control #1. Power up, 
then simultaneously press the 
control pad toward the Up posi- 
tion while pushing buttons #1 
and #2. You can then use the 
control pad to move. Try to make 
it through all 12 mazes! 








Double Dragon 
(Iradewest for the NES) 

(Hints submitted by John Blake, 
Brighton, MI. Thanks, John, and 
here's $10 to youl) 

When fighting an Abobo, the 
jump kick seems to work the 
best. The problem with the jump 
kick is that it takes quite a few 
solid hits to get rid of an Abobo, 
and if you are pressed for time, 
this simply will not do. № you 





the Abobos out of commission 
much quicker. Do not attempt to 


have at least seven bars of ener- 
gy, then try regular kicking: It 
works most of the time, and puts 


80 


punch an Abobo. It does not 
work and you will only lose 
energy! 





NOW AVAILABLE FOR 
AMIGA AND ATARI ST 


e Из the best flight simulator yet put on а microcomputer... a must 
for any Mac owner... ^ John Dvorak — San Francisco Examiner 


• Other flight simulators ^... gale ta insignificance compared to 


FALCON...” Jack Wamer — United Press International 


e “Flying FALCON is nothing short of exhilarating... 
Howard Bornstein — Computer Currents 


FALCON TAKES 


Amiga & Atari ST screen 
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TOP HONORS 


• BEST SIMULATION 

• BEST ACTION/ 
STRATEGY GAME 

* BEST TECHNICAL 
ACHIEVEMENT 


THE F-16- 

FIGHTER SIMULATION 
Climb into the FALCON cockpit and fly a 
highly realistic simulation of the F- 16A 
Fighting Falcon. Perform fighter maneu- 
vers while engaging enemy МІб 5 in 
dogfight battles OR connect two com- 
puters and go head-to-head against 
another plane piloted by a second 
person. Realism is captured by use 

of sound and digitized airplane images, 
advanced radar mechanisms, and tour 
alternating heads-up-displays. Multiple 
levels and missions challenge even 
expert pilots. Feel the exhilaration of 
power, speed, and maneuverability 

of the F-16 as you claim the skies 

as FALCON territory! 






FALCON Avadable on LUE M 2560, Amiga 
512K, and Атап ST 512К i 





2061 CHALLENGER DRIVE 
ALAMEDA, CA 94501 (415) 522-0107 


FALCON and Spectrum HoloByte are trademarks of 

SPHERE, Inc Macintosh and IBMI are reqestened trademarks 
of Apple Computer, inc. and International Business Machines 
respectreehy Amiga is a trademark of Commodore. Amiga. Inc 
Atari and ST are registered trademarks of Алап Gan 





Jockeying the Tetris Jigsaw 


Spectrum Holobyte 


Versions: Amiga, Apple Il, Apple IIGS, Commodore 64, IBM PC, Macintosh 512 and SE, Macintosh 1! 


гү omeday, gaming scholars may study Tetris 
the way people now analyze chess. The 
first Russian-designed game, authored 
by researcher Alexey Pazhitnov, is a classic 
intellectual challenge. Из simple rules should 
not blind players to its immense strategic com- 
plexities. In many ways, chess is the best com- 
parison. Tetris is harder to discuss than chess, 
because the former is so new that 
there is no lexicon of terms or fat 
books of openings. 

There are six different pieces in the 
game. Each type is an arrangement 
of four connected Blocks (little 
squares). This isn't as easy to see 
on the Commodore, because of the 
system's graphic limitations, but piece 
structure is the same for all editions 
of the contest. 

The pieces are: 

The Square: Four blocks set in a 
2х2 pattern. 

The Bar. Four blocks connected 
horizontally in a 1x4 configuration. 





Left Bracket: Three blocks piled vertically 


with another adjacent to the right face of the 
bottom block in the stack. 

Right Bracket: Three blocks piled vertical- 
ly with another adjacent to the left face of 
the bottom block in the stack. 

The Tee: A vertical pile of three blocks with 
the fourth adjacent to either the left or right 
face of the block in the middle of the stack. 

The Zig: Two horizontal blocks with another 
pair of horizontal blocks adjacent to them. The 
top face of the right block of the lower pair 
15 adjacent to the bottom face of the left block 
of the upper pair. 

The Zag: Two horizontal blocks with another 
pair of horizontal blocks adjacent to them. The 
top face of the left block of the lower pair is 
adjacent to the bottom face of the right block 
of the upper pair. 

Filling the Bin (the rectangle into which pieces 
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drop) with solid rows of blocks requires at- 
tention to the geometry of the pieces. Although 
the order and frequency of the pieces changes 
every game, there are no bizarre shapes to 
confound the participant's plans. 

Placing each piece so there is a place for 
the next one, regardless of shape, is the main 
goal. Nothing ends the game faster than three 





or four consecutive pieces which have no cor- 
responding spot in the Bin. Once pieces stack 
up, the end of the game is in sight. 

Two of the program's features can help: the 
tournament mode and the "next piece" op- 
tion. The former repeats the previous sequence 
of pieces, while the latter previews the shape 
of the piece that comes after the one cur- 
rently inching down the screen. 

Notice how certain placements leave room 
for subsequent pieces, while others cause gaps 
in the rows. When there are several avail- 
able positions, visualize the Bin after each pos- 
sibility. The best moves keep all, or at least 
most, placement possibilities open. 

The Zig and the Zag show up often and are 
the hardest to place. Always reserve spots 
in the Bin for both types of piece on every turn. 

Another Zig and Zag problem is that these 
pieces have a propensity to pile up quickly 


even when there are places to put them. The 
best solution is to find a second spot to stick 
the too-numerous Zigs or Zags instead of ar- 
ranging them in a slim tower. 

The greater the distance a piece falls when 
dropped, the more points it generates. Develop 
an eye for accurately estimating where each 
new piece lies on the horizontal axis as soon 
as it appears at the top of the Bin 
to maximize the distance it can fall. 

Keep the rows close to the bot- 
into overdrive, the player needs room 
to rotate and move pieces. If the new 
piece can drop the equivalent of four 
or five squares before encountering 
existing pieces, it is nearly impos- 
sible to place it correctly. 

Only the Bar can fill a three- or 
four-block gap. When this situation 
exists, nudging the Bar into the void 
is an obvious move. The Bar can also 
throw unwary Tetris players a real 
curve. Standing the Bar on end some- 
times produces a hard-to-fill area. 

А poker player must know when to drop 
a bluff, and a Tetris master needs a feel for 
when to quit waiting for the perfect piece. If 
the row level rises alarmingly, drop a few pieces 
to close off existing gaps and start fresh fur- 
ther up the screen. 

This can be preferable to the slower death 
of allowing stacks of uncompleted rows to ac- 
cumulate. It adds a few rows in the short run, 
but it also helps the player get the situation 
under control. The partial rows will still be 
there, but sometimes the draw turns more 
promising. 

Beating this addictive invader from Eastern 
Europe requires some practice and a grasp 
of the spatial interrelation among the six Tetris 
shapes. Achieving that insight is a long, 
though highly entertaining, process. 

--Атіе Katz 
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Going оп ап Impossible Mission, Too! 


Versions: Amiga, Apple Il, Atari ST, Commodore 64, IBM PC 


rofessor Elvin Atombender, seen last in the 

cult classic Impossible Mission (Ерух), is back! 

The word is that old Elvin is about to com- 

mit suicide. No one would care, of course, except 
that he plans to take the rest of the planet with 
him. Turns out his computers have penetrated 
some ultra-secret government launch codes, and 
the Prof. is now capable of starting World War Ill. 


The Mission 

Enter the player, who must move 
through the eight perimeter towers of 
Elvin's lair, then into the core tower and 
its computer-control room, via the core 
tower's express elevator, where he 
must disable the launch sequence. 

The only way to enter the elevator 
is to play the musical sequence which 
acts as its trigger. This is done by locat- 
ing the safes inside the perimeter tow- 
ers, blowing them up with time bombs 
and collecting the musical notes within. 
These notes must then be assembled, 
through a process of trial and error, on 
the player’s tape cassette deck. 


The Problems 

Here are the elements that stand between you 
and the successful completion of the IM2 scenario: 

—Time: You have eight hours to reach the core 
tower contro! room and disable the launch com- 
puter. Time extensions are sometimes discovered 
in the course of room searches. 

—Robots: Any of six classes of robots will be 
encountered throughout the complex. Know your 
robots! (See more about the robots below. 

There isn't much one can do about time, obvi- 
ously, but there are some points to keep in mind: 

Don't continue searching a tower once you have 
collected the passcode numbers, unless you're low 
on command icons or need a time extension. 


The Robots 
After a while, the distinctions among the six 
types of robot become very obvious. The basic Sen- 
try type is by far the most common and is easily 
distinguishable by its antenna-like plasma gun and 
single wheel. The Sentry periodically lashes out, 
scorpion-style, with a lethal burst of plasma energy. 
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to an object you'll wish to search. Wait for the Sen- 





Sentries have their weaknesses, however. 
Although some respond to the presence of the 
player-character, others move in fixed patterns and 
invariably stop at certain points. Some don't move 
at all. It is also possible to time the plasma bursts 
since a Sentry must have a recharging period af- 
ter each discharge. 

Sometimes a Sentry positions itself right next 


try to unleash a burst of plasma energy to gauge 
how close your player-character can safely get. It 
is then possible, if you're careful, to dart just in- 
side plasma range and search while the Sentry 
recharges. 

Minebots and Pestbots look identical and both are 
only minor annoyances. The Pestbot is essentially 
innocuous. Its worst failing is a tendency to ride 
around aimlessly on lifts. The Minebot travels about 
laying mines which must, of course, be avoided. 

Squatbots are basically springs which the player 
can use as a stepping stone or a launch pad— 
the Squatbot periodically uncoils and will propel 
anyone standing on it into the air. Be careful, 
though: Squatbots will sometimes squash your 
player-character against a low ceiling. 

Bashbots look similar to Suicidebots, except the 
Bashbot has a single claw and the Suicidebot has 
two. Like the Minebots and Pestbots, they move 
on treads. When the Bashbot encounters a hu- 
man being, it will relentlessly track him down and 
smash him against the nearest wall. 


84 


Suicidebots are the Prof's kamikaze automatons. 
When it detects the presence of an intruder, the 
Suicidebot makes for the nearest ledge and dives 
off, taking the intruder with it, if possible. 

It is fairly easy to Іше a Suicidebot to its demise, 
but it may be necessary to sacrifice a life to do 
so. Once а Suicidebot is cleared from a room, it 
does not return. 

There are some situations where there is no 
other way around or past a robot but 
to use an electric-plug command icon 
to disable all robots in the room. Use 
these command icons sparingly, 
however, as they are the most valua- 
ble weapon you possess. 


General Hints 

You will occasionally come to an 
opening that is too small for your 
player-character to walk through. In 
this case, have him bend down first, 
then initiate a jump. 

А successful leap may require 
tremendous precision. Even on a tiny 
ledge, a player-character may be posi- 
tioned in such a way that he will leap 
onto any of several nearby platforms. 
A mere fraction of an inch can be the difference. 

Never leave a safe unblown. You may not pass 
that way again. If, however, the safe is in an in- 
accessible position or you do not possess the re- 
quired electric plug, time bomb or mine, move оп 
to the next room and obtain what is needed, then 
return to the safe. 

When all else fails, make sure there are no plat- 
forms in the room. If so, use one of the platform- 
reset command icons and see if that won't move 
the platform to a position from which you can ac- 
cess the desired object. 

Finally, if you're having problems moving the 
horizontal lifts, check your documentation. Some 
computer systems (such as the Atari ST) use key- 
board commands to access these, and no amount 
of joystick manipulation will succeed. 

The fate of the world rests in your hands. Keep 
a cool head and a steady hand. We're counting 
on you, Ace! 


—Bill Kunkel 


AS SEEN ОМ CHANNEL 7 
EYEWITNESS NEWS. 
AS SEEN IN THE 
NEW YORK TIMES, 


BILLBOARD MAGAZINE 
AND ELECTRONIC 
_ GAMES MAGAZINE 


NINTENDO FEVER... 
! | | САТСН ІТ НЕВЕ ! 
Welcome to the world of PLAY ІТ AGAIN we һауе been buying and selling used video game cartridges by mail order since 
1982 (originally as Forest Hills Used Video Game Cartridges Inc.) We know that usually in 30 days or less you become too 
good at or bored with an individual game. You can sell us those Nintendo or Atari 2600 cartridges you don't play anymore. We 
will send payment within 48 hours of receipt of your cartridge. We offer a one year limited warranty on all used Nintendo 
cartridges. We sell (only new) many accessories for the Nintendo and Atari 2600 game systems. We will ship your order within 
30 days. If we are unable to completely fill your order we will send you refund and a 10% discount coupon good on all new ог 
used products we sell including baseball cards. If you love to play video games then you'll love us. 


Your may order any Nintendo title NEW for $15.00 above the we sell used price. MFG warranty only. 
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10 YARD FIGHT 519.95 $8.00 GUNSMOKE 24.95 1200 RING KING 24.95 12.00 Lifetime Club Membership 
1942 19.95 8.00 HOLLYWOOD SQUARES 28.95 15.00 ROBOCOP 33.95 20.00 only: 
1943 22.95 10.00 ICE CLIMBER 19.95 800 RUSH 'N ATTACK 19.95 8.00 : 
ADVENTURE ISLAND 24.95 12.00 ICE HOCKEY 24.95 1200 RYGAR 24.95 12.00 
ADVENTURES OF LINK 33.95 20.00 ІКААІ WARRIORS 24.95 12.00 SECTION Z 2245 10.00 $25 00 
ALPHA MISSION 19.95 8.00  IKARI WARRIORS Il 24.95 12.00  SEICROSS 28.95 15.00 . 
ANTICIPATION 24.95 12.00 INDIANA JONES 28.95 15.00 SESAME ST. АВС 2295 10.00 Save $5.00 ой 
ARKANOID W/CONTROLS 24.95 12.00 IRON TANK 24.95 1200 SESAME ST. 123 22.95 10.00 | 5 
BALLOO! 18.95 600 JEOPARDY 2895 15.00 SIMON'S QUEST $95 2000 Regular $30.00 price 
FIGHT 19.95 8. | B. ( IMON' 3. ае 
BASES LOADED 98.95 25.00 JAWS 22.95 10.00 SKATE OR DIE 28.95 15.00 • 5% Discount on ай products | 
mum Е 00 олы us тю Қр SB 9 | ША поовйу ров 
BIONIC COMMANDOS 24.95 12.00 | i 95 8.0 | : а 
BLADES OF STEEL 2425 12.00 KARATE KID 24.95 12.00 SOCCER 19.95 8.00 * FREE Play it Again T-shirt 
BLASTER MASTER 24.95 12.00 VRNOV 24.95 12.00 — SOLOMONS KEY 19.95 800 * Unadvertised sales on ай 
BREAKTHRU 24.95 12.00 KID ICARUS 19.95 8.00 SPEED RUMBLERS 19.95 8.00 ае: 
BUBBLE BOBBLE 24.95 1200 КІП NIKI 2295 10.00  SPELUNKER 19.95 8.00 new and used products we 
BURGERTIME 19.05 800 KUNGFU 19.95 800 SPY HUNTER 19.95 8.00 Send to: Play it Again, Dept. ESn 
CALIFORNIA GAMES 28.95 15.00 LEGACY OF THE WIZARD 24.95 12.00 SPY VS. SPY 1 24.95 12.00 : | 
CASTLEVANIA 24.95 12.00 LEGEND OF KAGE 19.95 800 5000М 19.95 8.00 РО. Вох 6718 
CHESTER FIELD 24.95 1200 LEGEND OF ZELDA 22.95 10.00 STAR FORCE 22.98 10.00 Flushing, МУ. 11365 
CHUBBY CHERUB 19.95 800 LEGENDARY WINGS 24.95 12.00 STAR SOLDIER 28.95 15.00 | 
CITY CONNECTION 24.95 12.00 LIFE FORCE 24.95 12.00 STAR VOYAGER 19.95 8.00 
CLU CLU LAND 19.95 800 LODE RUNNER 19.95 8.00 STINGER 2295 10.00 Name 
COBRA COMMAND 28.95 15.00 LUNAR POOL 19.95 8.00 SUPER MARIO BROS. 16.95 5.00 | 
COMMANDO 19.95 800 MACH RIDER 19.95 8.00 SUPER MARIO BROS. 2 93.95 20.00 
CONTRA 24.95 1200 — MAGMAX 28.95 15.00 SUPERMAN 28.95 15.00 
DEADLY TOWERS 28.95 15.00 MAJOR LEAGUE BASEBALL 24.95 12.00 SUPER PITFALL | 19.95 800 
DEFENDER || 28.95 1500 MARBLE MADNESS 28.95 15.00 ТС SURF DESIGN 24.95 12.00 
DR. CHAOS 28.95 15.00 MARIO BROS. 19.95 8.00 TAG TEAM WRESTLING 19,95 8.00 спа су 2 
DA. JEKYLL & МА. HYDE 26.95 15.00 MEGAMAN 19.95 800 TENNIS | 19.95 8.00 UI DENN у Кы аас 
DONKEY KONG 19.95 8.00 METAL GEAR 24.95 12.00 THUNDER BLADE 24.95 12.00 FShirt size S O M O L O XL O 
DONKEY KONG CLASSICS 19.95 8.00 METROID 19.95 800 TIGER-HELI 22.95 10.00 
DONKEY KONG 3 19.95 8.00 MICKEY MOUSECAPADE 24.95 1200 TOP GUN 22.95 10.00 
DONKEY KONG JR. 19.95 8.00 MIGHTY BOMB JACK 1905 800 TRACK AND FIELD 19.95 8.00 
DONKEY KONG JA. MATH 19.95 8.00 — MILLIPEDE | 2495 12.00 TRACK AND FIELD И 8.95 1500 
DOUBLE DRAGON 33.85 20.00  MILON'S SECRET CASTLE 8.95 15.00 TROJAN | 19.95 800 
| DOUBLE DRIBBLE 24.05 1200 MUSCLE 19.95 8.00 URBAN CHAMPION 19.95 Le 
EE Beis nest нЕ ча ши, IE 
Прати ПВ a n не пи ипон. пе am | Ы ыы, 
WAY'S û і PAPERBOY ; LD G . [ ! ағы 
ЕХСІТЕ ВІКЕ 19.05 8.00 RD 28.95 15.00 WINTER GAMES 2295 10.00 Topps 18.00 postpaid 
FIGHTING GOLF 28.95 15.00 PEBBLE BEACH 22.95 10.00 WIZARDS & WARRIORS 24.95 па Score 20.00 postpaid 
: | 24.95 12.00 PINBALL 19.95 В. | | А 
FRIDAY THE 13TH 28.95 15.00 PLATOON 28.95 15.00 WORLD RUNNER (3-0) 24.95 12.00 Fleer 22.00 postpaid 
GALAGA 24.95 12.00 Е 19.95 800 WRECKING CREW 18.85 800 Donruss 22.00 postpaid 
GAUNTLET 33.95 20.00 PRO-AM RACING 24.95 12,00 WRESTLEMANIA 33.95 20.00 
GHOSTBUSTERS 28.85 15.00 PRO WRESTLING 19.95 8.00 ХЕМОРНОВЕ 28.95 15.00 
GHOSTS "М GOBLINS 19.95 800 PUNCH OUT 24.95 1200  XEVIQUS 28.95 15.00 
GOLF 19.95 800 RBI BASEBALL 28.95 15.00 — ZANAC 19.95 8.00 
GOLGO 13 24.95 12.00 RACKET ATTACK 28.95 15.00 PLEASE LIST ALTERNATES 
GOONIES Il 22.95 10.00 RAD RACER (3-0) 24.95 12.00 —— | 
GOTCHA 24.95 12.00 RAID ON BUNGLING BAY 19.95 8.00 SUPPLY AMO INSTRUCTION МИЖИТ МК 
GRADIUS 19.95 800 RAMBO 24.95 12.00 MARIO AROS CARTRIDGE SUBTRACT $500 
GUMSHOE 19.95 8.00 RAMPAGE 28.95 WITHOUT CARTRIDGE 
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RENEGADE 28.95 


ORDERING INSTRUCTIONS: All orders А Memberships of PLAY IT AGAIN to P.O. Box 6718, Flushing N.Y. 11365. MINIMUM ORDER: $10.00 PLEASE PRINT 
CLEARLY U.S. funds only NO FOREIGN ORDERS EXCEPT CANADA. Add 3.50 for shipping and handling on each order. $8.50 for Alaska and Hawaii. $12.50 
for Canada. We will not ship to РО. Box Ж; street address only. We do not accept credit cards, New York residents must add appropriate sales tax. Personal 
checks will delay shipment up to three weeks. All U.S. shipping is by United Parcel Service. If you order three or more nintendo cartridges in one order and list 
alternates for each we will pay the shipping (U.S. only) We reserve the right to refuse any order. Any used nintendo cartridges are sold with a one year limited 
warranty. We put a (invisible to the eye) numbered code on all cartridges sold. If the cartridge case or chip is tampered with, damaged or abused, warranty will not 


SHIPPING INSTRUCTIONS: Send to PLAY IT AGAIN Dept. 1B 67-25B 186 Lane, Flushing, N.Y. 11365. Please Print Clearly. Wrap cartridges securely. If you 
send (5) five or more nintendo cartridges at one time we will add $2.00 to the total amount due. Please ship by U.P.S. We will deduct $1.00 for each missing in- 
struction booklet, 50€ for missing slipcase for nintendo cartridges and $2.00 for missing 3-D glasses. $3.00 will be deducted for any cartridge we have to ship 
back to you. If your package is not received by March 31, 1989, we will pay you using price list #10 effective April 1, 1989. We pay $1.00 for broken Nintendo car- 
tridges. 


We are not related to or endorsed by any of the manufacturers of the products contained in this list. We reserve the right to refuse any purchase or 
sale. Price subject ot change without notice. Not responsible for typographical errors. All items subject to availability. * PLAY IT AGAIN 1989 All 
Rights Reserved. 
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Nobunaga’s 


Ambition 


Koei Corporation 
Versions: IBM and most compatibles ($59.95) 


obunaga's Ambition is а 


М military, political and eco- 
nomic simulation of the 


warring states period in feudal 
Japan. The gamer becomes a 
daimyo (lord) of one of the sever- 
al fiefs in the land that will one 
day become Japan. The goal is 
to unite the kingdom under one 
rulership, and become the Sho- 
gun for all of Japan. Up to eight 
players can participate. 





There are two play configura- 
tions of Nobunaga's Ambition: 
The shorter scenario consists of 
17 fiefs in the area of central 
Japan, while the longer scenario 
features a full map of the island 
nation, with 50 different fiefs in 
play. The 17-fief scenario is only 
brief in comparison to the 50-fief 
scenario, which can take ten 
hours or more to complete. For- 
tunately, games can be saved in 
progress. ' 
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The success of each daimyo in 
the game is influenced by sever- 
al traits, only some of which de- 
pend on the player. Computer- 
controlled daimyos behave like 
the real leaders they represent. 
Success or failure at various 
game actions alter the basic 
characteristics, and the daimyo's 
age is increased one year during 
every spring game turn, so the 
computerists alter ego varies 


Nobunaga's Ambition 
sets you in the shoes 
of a Japanese Lord, 
who must make deci- 
tys survival; ІВМ 
version shown. 


during the course of play. 

Each fief begins with a status 
similar to its actual condition in 
the year the game starts. For- 
tunately, the randomness of 
events makes Nobunaga's Am- 
bition replayable, so games are 
not locked into a historical mold. 
Each year takes four turns, and 
every season the daimyo turns 
his attention to military, political 


or economic choices. The perfect ~ 


balance may be hard to find. The 


game sequence is repeated un- 
til one human player controls 
enough of the provinces or all 
human players are killed. 

The need to choose only one 
action per turn is one of the 
major flaws of the game. The 
player cannot both build up the 
town and train the soldiers. The 
choices create strategic tension, 
and it's frustrating to have so lit- 
tle control over events in the 
warlord's domain. 

The graphics outshine most 
war games. Full-color EGA mode 
provides an exceptionally attrac- 
tive display. Even the Hi-Res, 
black and white display is very 
crisp. Clever animations act out 
many of the maneuvers by both 
the player and the computer. For 
example, plague produces a vi- 
gnette of a dying person; battles 
produce pictures of warfare; and 
soldiers are shown training on 


the drill grounds. 


The package includes an 
extensive rulebook and a poster 
of the Japanese fiefs and their 
daimyos. The documentation 
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also contains ample instructions 
and hints on how to play the 
game, as well as some histori- 
cal background on Japan's 
warring states period. The 
program can be run from a hard 
disk, which speeds it up signifi- 
cantly. 

The game, a top-seller in the 
Japanese market, has just been 
released in the U.S. Only the IBM 
version is available at this time, 
but plans call for versions for the 
Apple Il, Macintosh, Atari ST and 
even the Nintendo Entertainment 
System. 

Nobunaga's Ambition is а 
satisfying game experience. It's 
also a pleasant way to learn 
something about an ancient era 
of Japanese history, when great 
warlords clashed and kingdoms 
were born. 

—R. Bradley Andrews 


Koei Corporation 
20000 Mariner Avenue 
Suite 100 

Torrance, СА 90503 
(213) 542-6444 


Осеап Капоег 
Activision 
Version: Commodore 64 ($34.95) 


imulators have become hot 
categories in computer 
gaming, despite the fact 





0 


that they violate immutable soft- 
ware marketing rules. 

For one thing, simulators are 
more demanding than other 


types of computer games. And 
then there's the documentation. 
Simulators are frequently ac- 
companied by fat rule books 
filled to the brim with tiny type. 
On the other hand, they combine 
fast-paced action with the mind- 





Ош specialty is software! Call or send for ош complete listing of games and other software for 
IBM, AMIGA, COMMODORE and APPLE. 
We're so sure you'll love ordering the Wright way, the call is on us! 
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rds WE | . Pirates 40 26 Wizards Crown 40 26 APPLE И SOFTWARE E 
LIST WRIGHT Platoon 40 26 Wizard Wars 45 29 LIST — WRIGHT 
PRICE PRICE Police Quest! or ll. 50 32 Zak McKracken 45 29 PRICE PRICE 
2400 AD $30 520 PT-109 50 33 2400 AD $40 $% 
4th & Inches 40 26 Rings of Zilfin 40 26 American Civil 
Ancient Art of War 45 29 пога Ranger = E AMIGA SOFTWARE War 2 or 3 40 26 
Ancient Art of | г Bard Tale 45 30 
Apollo 18 40 26 Three Kingdoms 70 46 Battles of 
Balance of Power 50 34 Sent. Worlds I: | Barbarian Wo | 826 Napoleon 50 3 
Bard's Tale S ТАЛАҚ ee 520 мые Я 4 DemonsWinter 30 20 
| Shard of Spring 40 26 Clever and Smart 35 23 mpi 
ayore ДИЙ y елі mat ШЫ Sherlock 43 28 Defender of Броя Ша 
Black Cauldron 40 26 | 40 Ж E 50 33 King's Quest I, И, 
Breach 40 26 shiloh : bait War ЛІ or IV 50 32 
Bridge 5.0 о M со аи so 33 Manhunter 
California Games 40 26 Solitaire Royale 35 23 Final scu 45 29 New York 50 32 
Chessmaster 2000 45 29 Sons of Liberty 40 26 Клозе | Space Quest Г or Il 50 32 
Defender of the Space Max 60 39 Mission ІІ 50 33 Times of Lore 40 26 
Crown д % Space Оаа King’s Quest i. Il Ultima Могу 60 39 
Earl Weaver's or Mi DON “9 Ш 000% 
Baseball (ua Эт Солтан; Ж О Асои и. 2 
Elway a 2% ров of the 
Quarterback 30 20 Star Saga 80 52 Rising Sun 50 33 C-64 SOFTWARE 
Empire 50 33 Strike Fleet 40 26 Marble Madness 50 33 LIST — WRIGHT 
Flight Simulator The Games: Obliterator 40 26 | | 
3 50 33 Summer Edition 50 33 Paladin 40 26 4th & Inches $30 $20 
Gold Rush 40 26 The Games: l Police Quest 50 22 American Civil | 
Gunship 50 33 Winter Edition 50 33 ры 50 42 War Vol 2 or 3 40 26 
Hunt for Red The Sporting н enron Bard's Tale |, Il or И! 40 26 
October 50 33 News Baseball 40 26 ocket Ranger 50 33 Battles of 
ШАБА Thexder 35 23 Sherlock 40 26 Napoleon 50 33 
Mission Il 40 26 Three Stooges 50 33 Solitaire Royale 30 20 Demon's Winter 30 20 
one on one 40 26 Ultima 1 ог 40 26 Starglider II 50 33 Mission II 40 26 
King's Quest I, II, Ultima IV or V 60 39 Terrorpods 40 26 Jordan vs Bird: 
lil or IV 50 32 Under Fire 35 23 Thexder 35 23 One on One 30 20 
L.A. Crackdown 50 33 Universal Military Three Stooges 50 33 Questron I! 40 26 
Leisure Suit Larry 40 26 Sim. 50 33 Twilight Zone 40 26 Red Storm Rising 40 26 
Leisure Suit Visions of Ultima № 40 26 Road Runner 35 23 
МУ Il > 50 33 е? 40 26 Ultima IV 60 39 Three Stooges 35 23 
New York 50 32 Construction Set 40 26 сокета MEA 50 33 асры] ня ді 
Monopoly 40 26 Warship 60 39 War in Middle Zak McKracken 35 23 
Nobunaga's Wasteland 50 33 Еагіһ 60 39 
Ambition 60 39 Willow 40 26 Wizard Wars 40 26 
Same Day Shipping (subject to availabilty) VISA - MASTERCARD 


Order by mail with money order or check (check orders not shipped until cleared). Do по! send cash. | | | 
SHIPPING: U.S. orders sent U.PS. Add $2.50 for shipping and handling. U.S. Mail, FPO and APO available. Call for shipping and ШШ | " 


handling costs. Kansas residents add 5% sales tax. Prices subject to change. 
Toll-free 
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PO. Box 780444 / Wichita, KS 67278-0444 
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stretching strategy of a brain 
game. The chance to vicarious- 
ly enjoy once-in-a-lifetime ex- 
periences explains why good 
simulators inevitably reach the 
bestseller list. 

Happily, Activision's Ocean 
Ranger is devoted to a complete- 
ly different type of craft: a mis- 
sile boat with the hitting power 
of a couple of battleships. Its 16 





C o m pute 


levels of difficulty provide fresh 






line warns of approaching forces, 
and the player must respond to 
this warning by picking the 
bridge view which corresponds 
to the direction of danger. 

The Target Acquisition and 
Designation System (TADS) puts 
brackets around the selected tar- 
get Black brackets mean that 
the enemy is beyond the reach 
of your weapons. If the brackets 
are white, however, the com- 


Man the bridge and command your forces, the enemy is approaching! 


Activision's Ocean Ranger puts you at the helm. 


excitement for gamers who have 
logged more hours in the air than 
Chuck Yeager. 

The Ocean Ranger cruises the 
world's waterways at an elec- 
trifying 63 miles per hour! The 
player employs the joystick, sup- 
plemented by the keyboard, to 
maneuver the Ocean Ranger and 
train its potent array of weapons 
on America's enemies. 

Authors Sherwood and Kevin 
Patrick have incorporated a key- 
board overlay into the design. It 
slips over the keyboard so the 
user can control the Ocean 
Ranger without memorizing the 
numerous commands. Unfor- 
tunately, the overlay is a cheap 
production that never lies flat. It 
isnt precut, either, so it requires 
a little scissors work to prepare 
it for use. 

The commander directs offen- 
sive and defensive actions from 
the bridge screen. The message 
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puter can fire the active weapon 
with the joystick's action button. 

Weapons include: a 76mm 
cannon for close-range fighting; 
Sea Sparrow missiles for ground- 
to-air battles; Harpoon missiles 
for pulverizing other surface 
ships; and depth charges to stop 
submarines. 

The Ocean Ranger isnt all 
offensive, though. It has some 
potent protection. The chaff 
generator throws aluminum and 
mylar strips into the air to con- 
fuse the infrared homing sys- 
tems of enemy missiles. 
Electronic Counter Measures 
(ЕСМ) is a group of sophisticat- 
ed techniques for frustrating 
enemy radar. The ECM unit 
causes electronic blind spots by 
projecting false images. 

Like any good simulator, 
Ocean Ranger offers more than 
bare-bones combat. The attrac- 
tive introductory screens create 
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a context for the battles and pro- 
mote player involvement. 

Each type of mission contains 
a different degree of danger. 
Basic Training is the practice 
mode. Regular Forces Duty, CIA 
Duty and NSC (National Securi- 
ty Council) Duty progressively 
raise the stakes. NSC Duty sends 
the missile boat into hostile ter- 
ritory. 

The Theatre of Operations also 


affects the skill setting. Defen- | 


sive patrols in the Bering Sea are 
milk runs compared to protect- 
ing the Sixth Fleet in the Persian 
Gulf. The other possibilities are 
search-and-destroy expeditions 
into the Southeast Asian deltas 
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and anti-drug raids in Central 
America. 

Ships like the Ocean Ranger 
could well become the mainstay 
of tomorrow's U.S. Navy. This 
comprehensive, yet highly play- 
able, simulation gives amateur 
military analysts the chance to 
put the vessel through its paces 
and study the strategies it un- 
leashes on the battlefield. Ocean 


Ranger is a refreshing sea breeze 


for simulator fans. | 
—Bill Kunkel & Joyce Worley 


Activisi 
3885 Bohannon Dr. 
Menlo Park, CA 94025 
(415) 329-0500 


Fast Break 


Accolade 
Version: Commodore 64 ($29.95) 





teve Cartwright, author of 
Fast Break, presents an 
action-oriented hoop con- 
test that also considers the stra- 
tegic aspects of Dr. Naismith's 
invention. Although the com- 
puterist still directs the three- 
man team on the court in Fast 
Break, auxiliary screens let the 
coach pick the starting lineup 
from the roster, select preset 
plays which can be called dur- 
ing the game and even design 
unique strategies for the team to 
execute. 

These frills are excellent ad- 
ditions, but the core of the game 
must always be the action on the 
hardwood. Unfortunately, Fast 
Break is not a great game when 
the action moves from the lock- 
er room to the court. It lacks foul 
shooting, the user-interface is 
cumbersome, and there are an- 
noying bugs in the program. 

Fast Break is a one- or two- 
player game. Participants can 
choose the Slammers or the 
Jammers. Each of the teams has 
two centers, two guards and two 
forwards, so there is a choice at 
every position. А coach can ex- 
amine the players one at a time, 
weighing each man's strengths 





and weaknesses. Substitutions 
can be made during the course 
of the game, but only during 
time-outs or between quarters. 

The perspective will be 
familiar to viewers of TV basket- 
ball broadcasts. The two-thirds 
view gives players lots of room 
to move in all directions. Only 
one half of the court is shown 
at a time, the display jumping to 
the other basket whenever a 
team crosses the midline with 
the ball. 

The players, depicted in side 
view, are large and nicely drawn. 
Too bad it is impossible to tell 
them apart without reading the 
play summaries printed in box- 
es below the court display. The 
computerist must constantly di- 
vide his attention between what 
the players are doing and the 
text report, which makes play 
somewhat tedious. 

The control system is ex- 
tremely simple, but it is too easy 
to mix up the commands. The 
player guides the flashing play- 
er around the court with the 
joystick. Pressing the button 
briefly, when the ball handler is 
facing in the general direction of 
a teammate, tosses a quick pass. 
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Опе агеа! 
quarterback 


It's third down 
and a long four to 
the first down that 








No time-outs left. 
The weak side 
linebacker is lined 
up inside his 
defensive end. 
Тһеу” ге coming! 
You check- off the play at the line of scrimmage and 
call for a quick pass to the tight end. He breaks it for 
a T.D.! 

It's not the SuperBowl, it's the super new video 
football game for Nintendo Entertainment Systems, 
John Elway's QUARTERBACK.™ So real you see the 
game like a quarterback does, from the line of scrim- 
mage. You call the plays, you beat the blitz, you make 
it happen. 








© 1988 TRADEWEST, INC. 
NINTENDO AND NINTENDO ENTERTAINMENT SYSTEM 
ARE TRADEMARKS OF NINTENDO OF AMERICA INC 


will stop the clock. 


deserves 
another. 


Named for the quarterback who twice won the AFC 
Player of the Year Award, this is the game cartridge 
made for every kid or grownup kid who ever wanted to 
play the game as well as John Elway. 

Get it now before time runs out. Remember, you 
have no time-outs left. 











John Elway's 

QUARTERBACK™ 
wherever you find 
Tradewest's other 
block- buster hit, 
| Double Dragon"! 






OUR NAME GUARANTEES A GREAT GAME. 


TRADEWEST 


2400 S. Highway 75, Corsicana, TX 75110 
CIRCLE 4135 ON READER SERVICE CARD. 
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Тһе other team сап try to inter- 
cept the throw, by sending a man 
between the passer and the 
ball’s intended recipient. 

The player under joystick con- 
trol blinks constantly. It makes 
him stand out from his cohorts, 
but it looks terrible on the 
screen. When playing defense, a 
quick press of the action button 
switches control to another man 
on the floor. 

Preset plays give Fast Break 
a richer texture than games in 
which all the action is spontane- 
ous. Coaches don't have to use 
them, but they add a pleasing 
note of realism. 





PIVOT LEFT 
"E ds dl 


C o m puter- 


SCREEN RIGHT и 
BL. SCREEN LEFT 
SPECIAL -- - 


he has the ball at his end of the 
court. Pressing and holding the 
action button causes the hoop- 
ster to leap into the air for a 
jump shot The computerist 
releases the button when the 
marksman reaches the top of his 
leap to send the ball whooshing 
through the cords. Teams can 
take two- or three-point shots, 
as in the actual sport. 

If the offense misses, both 
sides scramble for the rebound. 
When the ball comes off the rim, 
pressing and holding the button 
may snare the rebound if the 
controlled player is properly posi- 
tioned. It is also possible to block 
Fast Break, by Ac- 
colade, turns your 
| Commodore 64 into a 
basketball court, and 
hires you to manage 
the team strategies. 


= af 


‚г PLAYS SELECTED: 3 


JAMHERS т | 
AVME HIGHTOMER | 
[HE COLONEL” SANDER | 
"THE BARBER JOHNSON | і 


The computerist creates up to 
four plays prior to the start of a 
contest. Prompts guide the user 
through the process of moving 
each of the players around the 
front court to set up the pattern. 
There is also a bank of maneu- 
vers ready for use for those who 
want a shortcut. 

During an actual game, linger- 
ing at half court or moving back 
toward the midline after reach- 
ing the key, puts the play sec- 
tion box on the screen. The 
coach then holds down the but- 
ton and points the stick in the 
direction which corresponds to 
the desired play. 

A player can shoot whenever 
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a shot by pressing the button to 
make the defender leap when 
the shooter goes up with the 
ball. 

Despite the absence of free 
throws, the referees still call in- 
fractions. The officials can cite 
the ball handler for charging or 
the defender for hacking. Any 
man who accumulates six per- 
sonal fouls gets an early shower. 

If the offense uses up the 
24-second clock or fails to get 
the ball past mid-court in ten 
seconds, it is a violation. It 
results in loss of the ball, but no 
personal foul. 

The program freezes after 
almost every basket. The com- 


ба m e " 
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puterist can twiddle the joystick 
for up to one minute before a 
player on the screen moves to 
pick up the ball to start the next 
play. 

But there's a lot to like about 
Fast Break. К contains some nice 
ideas, and its design embodies 
a subtle understanding of the 
sports nuances. All the good 
work is sabotaged, however, by 
the previously mentioned 


вит? 


defects. Perhaps Ше game's 
eventual move to higher-memory 
computer systems will yield edi- 
tions which retain the positive 
aspects while shedding the 
negative ones. 

--Атів Katz 


550 S. Winchester Blvd. 
San Jose, CA 95128 
(408) 985-1700 


Global 
Commander 


Datasoft 


Versions: Amiga ($39.95), Atari ST ($39.95), 
Commodore 64 ($29.95), IBM PC ($39.95) 


. Wilson's Global Commander 

is sort of a streamlined re- 

take on a theme Chris Craw- 
ford previously explored in the 
excellent Balance of Power. But 
whereas Balance of Power is a 
deadly serious and realistic 
simulation of contemporary geo- 
political interplay, Global Com- 
mander is a more lighthearted, 
accessible experience set in a 
future with similarities to, and 
differences from, our present. 

The year is 2032, and the user 
is cast as the titular Global Com- 
mander, head honcho of the 
UNN, an unnamed and unex- 
plained (even in the witty and 
otherwise first-rate instruction 
booklet) world organization that 
seems to be the successor to 
our own United Nations. 

The Global Commander (G.C.) 
must keep the various inhabit- 
ants of Earth from blowing them- 
selves and the planet to bits. The 
G.C. plays a ticklish role, attempt- 
ing to maintain acceptable rela- 
tions among the 16 member 
nations through the various 
means at his disposal. 

The game is set against a 
world map, displayed on a large 
screen before an elaborate, high- 
tech control console. The various 
components of this console— 
mail trays (incoming and outgo- 
ing), satellite and troop deploy- 





ment, information display and 
radio—are accessed as pop-up 
windows through a point-and- 
click system. 

The G.C. uses the satellite and 
troop deployment screen to po- 
sition nine satellites and the 
UNN Task Force around the 
globe. There are six SDI satel- 
lites, capable of neutralizing any 
missiles that pass within their 
range, and three BBRS (Big Bird 
Reconnaissance Satellites) used 
to spy on member nations. The 
UNN Task Force is an elite rapid- 
deployment unit comprised of 
soldiers from all 16 member па- 
tions and is the prime means of 
enforcing the G.C's will. 

An information screen pro- 
vides bar-graph displays of each 
nation's strength in terms of mis- 
siles, technology and natural 
resources. 

The outgoing mail screen per- 
mits the G.C. to notify member 
nations that he/she is about to: 
reduce or increase missiles, send 
letters of reprimand or support, 
allocate food and/or technology, 
order one or two countries to 
improve relations, call for a vote 
of confidence or send in the anti- 
terrorist squad. 

A radio display lets the user 
tune into any nation's radio sta- 
tion or conduct a Frequency 
Scan. This automatically checks 


ВАС”. 
OFFICIAL NINTENDO CARRYING CASE 





Introducing the only Officially 
Licensed Carrying Case for the 
Nintendo* Game System. It's 
padded and water resistant 
to protect your system. Not 
only can you use it to carry it 
safely to a friend's house, or 
grandmas for the weekend, 
but you can store it when not 
in use. With a small lock you 
can even secure it against 
“unauthorized” use. There's 
plenty of room for the control 
deck, controllers, game carts, 
Zapper”, AC power adapter and 
the player's guide. When you're 
not using the case for your 
Nintendo”, carry your school 
books and lunch, or even use 
it as ап overnight bag. 


See your local Nintendo" Dealer for details. 
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out all frequencies within the 
band selected. The problem with 
the latter method is that the sig- 
nals received are always scram- 
bled and the user must mess 
with the eight signal filters, in a 
trial-and-error process, to de- 
code them. 

The program, by H. Wing Lai, 
propels the user along unobtru- 


2032 seems like along | 
way off, but Datasoft's 
Global Commander 
puts you there, in 
charge of the world's 
affairs. 

(Amiga version at 
right; Commodore 64 
version shown below) 


sively. From the beginning, when 
the neophyte G.C. is getting the 
feel of the system, memos and 
other mail arrives regularly, along 
with menus of potential 
responses. If a memo appears, 
for example, indicating that 
Pakistan and Israel are looking to 
improve relations, a sidebar 
menu will list the four possible 
reactions to this information: 
neutrality, support, criticism or a 
request for talks. Every week, 
the user's performance is rated, 
and a count of the atmospheric 
radioactivity appears. The play- 
er is also offered an opportunity 
to save the game up to that 
point. 

Game graphics by Anna Wil- 
liams and Jane Purvis are sim- 
ple and utilitarian, but make 
excellent use of iconography and 
color to achieve an attractive 
overall look. 

Global Commander's doc- 
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umentation is presented as a set 
of instructions and tips from the 
outgoing G.C. This makes for sur- 
prisingly breezy reading. The 
game is largely self-explanatory, 
but the strategy hints here are 
invaluable. 

Some players may feel the 
Global Commander has insuffi- 
cient impact on the state of the 


world. For testing purposes, this 
reviewer played one game as a 
virtual barbarian, relentlessly 
abusing several targeted nations 
and doing everything possible to 
provoke a war. Even so, it took 
several months before things 
kicked into gear. Then two coun- 
tries outside the target group 
started throwing thermonuclear 
weapons at one another! Such 
are the woes inherent in a game 
whose goal is world peace. 
The system for making Fre- 
quency Scans on the radio is 
something of a violation of con- 
tinuity. Why would this supreme 
commander have to play around 
with signal filters in order to de- 
code radio waves? Obviously, the 
designer wished to install a 
potential penalty for taking the 
fast-and-easy alternative, but 
that penalty should have been 
expressed in some way that 
would not be at aesthetic odds 
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with every other phase of the 
game mechanic. 

Otherwise, Global Commander 
is a solid entertainment simula- 
tion that also serves to educate 
the user in everything from ge- 
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ography to political science. 

— Bill Kunkel 
Datasoft/Intellicreations 
19808 Nordhoff Place 
Chatsworth, CA 91311 
(818) 886-5922 


Captain Blood 


Mindscape 
Versions: Amiga ($49.95), Atari ST ($49.95), 
Commodore 64 ($34.95), IBM PC ($39.95) 


aptain Blood is a game 
most users would buy 
even if it played a lot 
worse than it actually does. The 
reason? Graphics, graphics, and 
more graphics. All four versions 
reviewed here represent visual 
state-of-the-art and, regardless 
of which computer system, even 
the most jaded gamer will be 
blown away the first time the 
disk is booted. 

In short, Infogrames’ Captain 
Blood is to software what 2001: 
A Space Odyssey was to movies: 
overblown, pretentious—and, 
yes, magnificent. Although you 
may walk away disappointed, it's 











a trip no serious fan of compu- 
ter-entertainment art forms 
would knowingly miss. 

There is actually a theme, an 
objective and even a mini- 
adventure buried beneath the 
eyeball-stripping graphics, but 
like the plot of 2007, you proba- 
bly won't remember any of it a 
week later. 

The user plays the part of a 


dying cyborg hacker known as 
Captain Blood who programmed 
himself and his cybernetic 
computer-spaceship into а 
Hyperspace warp. All very 
clever, except that the toll for en- 
trance into this warp is having 
your body fragmented into five 
duplicates. These are then scat- 
tered throughout the Hydra 
Galaxy. The player, as Blood, 
must collect all five clones in 
order to save his fast-ebbing life, 
which, even as we speak, is los- 
ing the last of its precious bodi- 
ly fluids. 

Fortunately, Blood's elaborate 
computer-spaceship, which 





Stunning fractal graphics, Alien- 
like images and a captivating 
soundtrack all enhance Mind- 
зсарез Captain Blood space ad- 
venture gama. 

(Atari ST version shown) 


serves as the game's interface, 
is at the user's command. The 
visual representation of this 
multi-console was heavily in- 
spired by H.R. Giger's designs for 
the film Alien, with the insectoid, 
sweaty-metal look made famous 
by that film. 

The primary screen puts the 
user into a seat behind the con- 
sole, with a distinctly alien arm 
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poised over it. Тһе mouse- ог 
joystick-controlled arm is topped 
with a pointing hand and the 
player engages the various con- 
sole features by positioning its 
finger. 

The present coordinates are 
listed at the top of the screen 
along with a clock. Beneath 
these, on the left side of the 
screen, is the Fridgitorium, a 
“cryonization chamber’ for stor- 
ing teleported alien bodies and 
disintegrating and reabsorbing 
captured clones. 

To the right is a tube contain- 
ing one of the game's more in- 
teresting creations, the Оогхх: 
tiny, fishlike creatures genetically 
bred for reconnaissance and 
destruction. By sending an Оогхх 
to a planet's surface, whatever 
it sees is automatically transmit- 
ted to a screen on the ship's 
console. The Оогхх can even be 
detonated. This wipes out the 
planet being scanned and 
produces a striking visual se- 
quence. 

The console also contains, 
among other features, a Galaxy 
Map Activator which brings up 
a display of the Hydra Galaxy and 
allows the user to select a 
planetary destination. Once the 
XY coordinates are plotted, the 
player activates the Hyperspace 
feature to go there, thus produc- 
ing the game's most remarkable 
visual experience. 

To continue the 2001 
metaphor, the trip through 
Hyperspace is Captain Blood's 
equivalent of the famous "Star- 
child" sequence; a galactic fire- 
works display/light show that 
serves as a compendium of com- 





puter special effects. True, the 
20th time around, most users 
will wish for a way to short- 
circuit the prolonged pyrotech- 
nics, but it's never less than im- 
pressive. 

Where Captain Blood falls 
down, however, is when all this 
technology is called upon to 
produce an actual game. There 
are basically two game ele- 
ments: steering the Оогхх and 
communicating with aliens. 
Steering the Оогхх, who soar 
just above the fractal-type land- 
scape that all planets in this 
galaxy share, is pretty elemen- 
tary stuff. The player need only 
follow the on-screen guide 
points to any life-forms. 

Once a life-form is located, 
communication is through a 
laborious icon language. Match- 
ing the icons to fit the desired 
questions constitutes minor 
puzzle-solving, but again, any 
player interested enough to 
wade through all the available 
icons is unlikely to be stumped. 

Captain Blood will impress 
your friends. Whether or not it's 
a great game is highly question- 
able, but it is an important and 
influential one. Creators Philippe 
Ulrich and Didier Bouchon have 
produced a magnificent series of 
aesthetic high spots disguised as 
a game. Although the whole 
never quite equals the sum of 
the parts, Captain Blood is still 
a considerable, and occasionally 
brilliant, accomplishment. 


—Bill Kunkel 
Mindscape 
3444 Dundee Rd. 
Northbrook, IL 60062 
(312) 480-7667 


Warlock 


Three-Sixty Pacific, Inc. 
Versions: Amiga ($34.95), Apple ІІ GS ($39.95), 
Atari ST ($34.95), Commodore 64 ($29.95), 
Macintosh ($39.95) 





arlock, from 0. Zimmer 
and the French software 
M consortium Infogrames, 
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is an attractive action-adventure 
that drags out all the familiar 
standard swords & sorcery trap- 
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pings. Fortunately, it then 
presents them in an imaginative 
and stylish enough manner to 
make the package interesting. 

Warlock's visual distinctive- 
ness derives from its European, 
everything-on-one-screen format. 
The top of the playfield lists the 
high score, which is inexcus- 
ably volatile and resets for ev- 
ery play session. Posted 
beneath it is the current score, 
vitality, armor class and power 
level. The upper right-hand 
corner of the screen contains 
the "clairvoyance" window. This 
provides a close-up view of 
whatever type of monster is 
about to attack and an object in- 
ventory. 

The horizontally-scrolling 
visual display occupies only the 


Swords & Sorcery is 
what you'll find 
in Three-Sixty's 
Warlock, on your 
journey to find Kar- 
na, a sacred jewel. 


lower half of the screen. Since 
it depicts two parallel levels, 
both seen in realistic two-thirds 
perspective, the character and 
objects are unusually tiny. This 
is not to say that the figures and 
objects aren't relatively intricate 
and uniquely styled. They're just 
very small. 

The graphics are, in fact, 
downright enchanting. There 
are zombies, water blobs, 
ghosts, living statues, giant 
spiders, vampire bats and much, 
much more. The landscapes on 
each of the 20 levels are richly 
textured and portray a wide va- 
riety of settings, including tem- 
ples, caverns and underground 
acid lakes. 

Access points between the 
two levels are strategically posi- 
tioned and range from the 
prosaic (such ав stairways 
carved in tree trunks) to the en- 
tirely fanciful (like the matter 
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transmitters which seem а lit- 
tle out of place here). There are 
also the usual traps and trea- 
sures, along with an endless 
supply of regenerating 
monsters. 

Warlock's flimsy plot con- 
cerns the player's quest for the 
Karna, ап all-powerful jewel 
that has been stolen by a dread, 
nameless entity. Along the way, 
the player can accumulate eight 
magical objects which are 
depicted in the visual inventory 
at the top of the screen. Con- 
tact with monsters can also 
cause the player-character to 
drop these magical objects. 

Warlock has almost no stra- 
tegic depth at all. From a game 
perspective, it's Super Mario 
Bros. with magic objects. The 





player-character can move left 
or right, jump and launch a 
mystic bolt from his magic scep- 
ter. He also picks up objects au- 
tomatically by walking past 
them. 

The game's real value is еп- 
tirely bound up in its sound and 
graphics. The dollhouse visuals 
are offbeat and refreshing. The 
sound effects are also notable. 
They're restrained and effective 
with one haunting, signature 
sound: a subtly spectral howl 
which occurs periodically 
throughout the game and never 
fails to elicit a shudder. Other- 
wise, Warlock is just too darn 
cute to be really scary. | 

—Bill Kunkel 


Three-Sixty Pacific, Inc. 
2105 S. Bascom Ave. 
Suite 290 

Campbell, CA 95008 
(408) 879-9144 
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With Your $15 Membership You Get: 


А T-shirt worth $10 
A Sew-On Patch worth $ 2 
А Laminated ID Card worth 91 
six issues of the Official Atarian Magazine worth 812 
Pius Discounts оп Games, 

Contests, Prizes, Fun, Fun, Fun. 
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ATARIAN CLUB, 7 Hilltop Ка, Mendham, NJ 07945 
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Hole-in-One 


Miniature Golf 


Digitek 
Versions: Commodore 64 ($29.95) 
Amiga ($39.95), Atari ST, ($29.95) 


B or the rich folks, there is 
the country club, the 19th 
hole and the grand game of 

golf. For the rest of us, there is 

the less grand, but no less enjoy- 
able, pastime of miniature golf. 

Unlike the authors of previous 
miniature-golf simulations, 
Charles Carter appreciates the 
differences between the two 
contests. His Hole-in-One Minia- 
ture Golf is the first computer 
game that plays like the real 
thing. 

From artwork to play- 
mechanics, Hole-in-One shouts 
authenticity. Its four courses give 
one to four duffers an amazing 
variety of holes to test their 
skills. Experienced miniature gol- 


fers will certainly find many 
familiar holes on the Classic 
course, but Expert has a few that 
could not exist except in the 
electronic environment of the 
computer. Hills, valleys and bar- 
riers are. bad enough, but 
teleporters are even tougher. 
DigiTek promises additional disks 
with more courses to further ex- 
tend the play-life of the original 
program. 

Hole-in-One has one of the 
best on-line tutorials ever includ- 
ed on a complete game. It care- 
fully walks the player through 
every facet of the game, devot- 
ing one or more screens to each 
element. The player tests his 
knowledge of each major rule 
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before advancing to the next one. 
Anyone who plays the tutorial 
once should have no trouble with 
this program. 

The graphic presentation is 
slightly schizophrenic. The Clas- 
sic, Expert and Intermediate ver- 
sions show the course in 
overhead perspective. Color 
bands that shade from light to 
dark indicate pits, while dark to 
light shading represents hills. 
Water is the expected blue, and 


Everyone loves minia- 
ture golf. Now you can 
play in the comfort of 
DigiTek's Hole-in-Üne 
brings both classic and 
hizarre greens to your 
computer screen. (Atari 
ST version shown) 


sand is an appropriate yellow. 

On the other hand, the 
Menagerie course utilizes a two- 
thirds view with a pseudo-3-D 
effect. Carter and artist Scott 
Cribbs work wonders with the il- 
lusion of depth. Menagerie's 
holes are the most visually stun- 
ning ever seen in a computer 
miniature-golf program. From the 
upside-down hole to the pinball 
machine, each shot on this wild 
and crazy course is an adventure. 

The status line, located at the 
top of the screen, displays the 
number of the hole, its par, the 
number of the participant whose 
turn is underway and a tally of 
the shots taken on the hole so 
far. Player turns are also prompt- 
ed with messages which appear 
in this space. 

There is nothing complicated 
about the user interface of Hole- 
in-One, and this is entirely in 
keeping with the spirit of minia- 
ture golf. Unlike conventional 
golf, a beautiful swing or perfect 
grip are scarcely factors. After 
the player clicks the left button 
to spot the ball on the start bar, 
a phantom ball appears on the 
screen. This sphere is under the 
control of the player's mouse. 
The line between the real ball 
and the imaginary one is used to 
aim the ball and set the power 
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of the shot. The longer the line, 
the more force behind the swing. 

some holes have terrain so 
rugged that one view isnt 
enough to show all the rises and 
dips in the turf. A pull-down 
menu appears at the top of the 
screen for any hole in which ter- 
rain is a major factor. It lets the 
player order up to four views of 
the hole. Each selected extra 
view appears in its own window. 
When all four are selected, they 





frame the actual hole on all 
sides. Most of the holes, 
however, can be played without 
reference to these special 
windows. 

The Project menu presents a 
short list of handy utilities. The 
player can see a replay of the 
last shot or temporarily reverse 
the flow of time to try a bungled 
swing again. This Re-Iry option 
is especially welcome when the 
player is in danger of exceeding 
the maximum stroke limit on the 
hole. Another menu choice, 
Score, gives access to a full- 
screen scorecard with a com- 
plete record of every hole played 
in the current дате. 

Hole-in-One Miniature Golf is 
definitely the best game on this 
popular pastime ever published 
for the home computer. Though 
the use of two different perspec- 
tives is slightly disorienting at 
first, the inventive holes and 
remarkable ease-of-play are sure 
to win over everyone who has 
ever arced a pastel-colored golf 
ball into a Clown's mouth. 

—Bill Kunkel and Arnie Katz 


DigiTek, Inc. 

10415 N. Florida Ave., Suite 410 
Tampa, FL 33612 

(813) 933-8023 
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Hole-In-One Miniature Golf combines digitized sound, can enjoy together. 
quality graphics and superior playability with realistic ball play Hole-In-One Miniature Golf is 72 Holes of pure fun in 4 
to give you the best miniature golf game made! separate courses that give you classic miniature golf as well as 
Utilizing the mouse (point and click) interface, DigiTek hilarious fantasy holes. The digitized sounds of the crowds, the 
Software has created a game that will challenge adults yet is ball, and special effects all add to the fun and realism. 
so simple to play that children can play as easily as adults Another revolutionary game from the company that brought 
Гот the very first game. This game supports up to 4 players you Vampire's Empire, Amegas, and Hollywood Poker — 
making it one of the few games that the entire family really DigiTek Software! 
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A Digilek 
104 West Seneca, Suite 4 
Tampa, Florida 33612 
(813) 933-8023 
(Programmers wanted — write us!) 


Amiga versions shown here. 


Available for IBM PC & compatible, Commodore Amiga, Commodore 64/128 and Atari ST. 
Amiga and 64 are trademarks of Commodore Inc., Atari ST is a trademark of Atari Inc. and IBM PC isa trademark of IBM Inc. 
CIRCLE $139 ON READER SERVICE CARD. 





Take a good look at Ше four 
games to your left. Can you 
feel your pulse racing? Your 
breath getting shorter? 

Don’t worry, it’s a perfectly 
normal reaction to seeing so 
much fun and excitement at 
one time. 

Now that your adrenaline is 
pumping properly, we proudly 
present the full line of hits 
from Tengen for the Nintendo 
Entertainment System®: 





GAUNTLET. Yes, the legendary 
arcade hit is now available on 
the NES! Choose your hero 
from the same four characters: 
Thor, Thyra, Merlin or Questor. 
The unique 2-player option 
lets you join forces with a 
friend to defeat hordes of 
swarming monsters and to col- 
lect food, treasure and magic 
potions. We've also added a 
host of new features. Tengen's 
Gauntlet sends you on a noble 
quest: The recovery of a sacred 
orb lost somewhere in a huge 
universe known as the Five 
Worlds. Each World comes 
with bewildering mazes and 
untold dangers to challenge 
even the most skillful adven- 
turer. Live all your sword-and- 
sorcery fantasies today! 


TENGEN 


START YOUR PULS 





R.B.I. BASEBALL. It's the only 
game on the NES that is offi- 
cially licensed from the Major 
League Baseball Players Asso- 
ciation. 50 when your lineup 
includes such power hitters as 
Don Mattingly or Andre 
Dawson, you're getting their 
actual stats and skills. And 
when Cy Young winners like 
Fernando Valenzuela and 
Roger Clemens wind up, 
they're pitching with their 
individual style, speed and 
stamina. Are you ready to play 
in the Major Leagues with real 
superstars? Then you're ready 
for R.B.I. BASEBALL! 





PAC-MAN. The biggest hit of 
the decade is back — just for 
you! Guide PAC-MAN around 
the baffling maze to gobble all 
the dots and rack up points in 
a big way. Blinky, Pinky, Inky 
and Clyde, the not-so-friendly 
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ghosts, are dying to do some 
gobbling, too. Except their 
favorite food is PAC-MAN! 

His only defense is to eat the 
energizers, special pellets 
which empower him to gobble 
the ghosts, but only for a short 
while. Find out for yourself 
how the ever-lovable PAC-MAN 
captured the hearts of millions 
of people around the world! 





TETRIS. The first game soft- 
ware from the Soviet Union is 
an intense battle of wits. 
Rotate and flip moving geo- 
metric blocks into unbroken 
rows. When you fill up a row, 
it disappears from the screen 
and your score rises. Nothing 
to it, right? Wrong! When you 
can’t find the way to make the 
pieces fit together and more 
blocks tumble down ever 
faster, you'll wish you had ten 
hands — and ten brains. Play 
this addictive mind game by 
yourself, against a friend or 
against the computer. 


You better stop reading 
now or you're liable to over- 
heat from sheer anticipation. 

Save some of that energy for 
running to your local dealer so 
you can play the games today! 





1901 McCarthy Blvd., Milpitas, CA 95035 е (408) 435-2650 


GAUNTLET: @ and 61985, Atari Games Corp. R.B.I. BASEBALL: TM and 61987, Atari Games Corp; ©1986, 1987, Namco. PAC-MAN: TM and ©1980, 1984 Namco, Ltd. 
TETRIS: TM and ©1987, AcademySoft-Elorg. All Rights Reserved. Tetris licensed to Andromeda Software Ltd.; and sublicensed to MIRRORSOFT LTD and Sphere, Inc. 1988 Tengen. 
All Rights Reserved. Original concept, design and program by Alexey Pazhitnov and Vadim Gerasimov, respectively. 
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VISIT SOME OF THE MOST 
BEAUTIFUL CITIES IN AMERICA. 
AND TRASH THEM ALL. 


Now is your chance to become the 
monster you've always yearned to be 
and lay waste to America from coast 
to coast. 

It's Rampage," the #1 arcade hit, now 
for Nintendo. The graphics are great. 
The play is great. And for pure dining 
pleasure, be it main courses of sky- 
Scrapers or appetizers like helicopters, 
tanks and innocent bystanders, this 
game is а heart- and city-pounding 
knockout. 






















оп a monster tour of America with 
Шаде. And don't watch your step. 


PAGE. 
FROM DATA EAST. 
NOW FOR NINTENDO. 


DATAEAST USA, INC. 
470 Needles Drive 
San Jose, CA 95112 
(408) 285-7074 











Rampage is a trademark of Bally Midway Manufacturing Co. Program; ©1988 Data East USA, Inc. 
CIRCLE $141 ON READER SERVICE CARD. 


